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WHAT IS THIS? 


This document is a work in progress, part of a project I 
started back in 2016. I wanted to make material for 
playing 5e in the fantasy world of Tarkir, a plane from 
the Magic the Gathering multiverse. Over the years, I 
have released on Reddit five documents, one for each of 
the clans fighting for dominion of Tarkir, with new 
races, subclasses, spells and monsters. In the 
meantime, WOTC released Guildmaster’s Guide to 
Ravnica, and I quickly envisioned to make a similar 
book for Tarkir, updating the material that was already 
out. 

In the book I intended writing, in addition to 
character options, I wanted to propose spells, NPCs, 
monsters, magical items, an adventure generator as 
well as the entirety of Tarkir’s lore. It’s a lot for a single 
person whose English is not the native language. That’s 
why I decided to first publish the key part of the project, 
the one you can directly use in your adventures: the 
Character Options. I’m not abandoning the rest of my 
project, but I will allow myself to take the time it needs. 

In this document, you will find everything you need to 
create a character from Tarkir. There are five optional 
backgrounds, eight races (including five new ones) , and 
one subclass option for each of the thirteen classes of 
5e. In the Appendix, you will find new spells and 
monsters involved in the character options. Since this 
document is meant to be part of a bigger book, there 
may be references to chapters that do not exist yet. Also, 
the text often makes reference to the Tarkir lore, which 
is not further developed in these pages. You can find 
more information about it in official Tarkir stories in the 
main Magic website, or in my previous work. 

You may use all the content of this book in any setting 
beside Tarkir. Since it references many official DnD 
content, I’m not intending to monetize it, this and my 
future work on Tarkir will remain free to download and 
use. I would, however, be very happy to receive 
feedback and would appreciate you letting me know if 
you used or enjoyed my work. I wish you amazing 
adventures, in Tarkir or anywhere. 


CREDITS 


Version 1.2 


This is unofficial Fan Content permitted under the Fan 
Content Policy. Not approved/endorsed by Wizards. Portions 
of the materials used are property of Wizards of the Coast. 
©Wizards of the Coast LLC. 


Made by u/Drenghbar with the Homebrewery. 


Special thanks to my players, especially Natacha and Lucas, 
and to r/UnearthedArcana and u/AeronDrake for their guide 
on formatting with the Homebrewery. 


All images are property of © Wizards of the Coast. The artists 
are credited next to each image. Stains by Jared Ondricek. 


CONTENT 


% 


_— 


aj ArT BY JAMES RYMAN 


'TARKIR CHARACTER CREATION 


OY ve KHAN HAD WALKED AMONG THE WARRIORS, 
hearing the tales of their glorious deeds. 
One by one, they declared their new war 
names, and each time, the khan shouted 
the names for all to hear. Each time, the 
horde shouted the name as one, shaking 
the earth. Then the khan came to Alesha. 
She stood before him, snakes coiling in the pit of her 
stomach, and told how she had slain her first dragon. 
The khan nodded and asked her name. 
—James Wyatt, The Truth of Names 


HEROES OF TARKIR 


Tarkir is a land of War; it always has been. In such a 
world, life and civilization are tested, always at the brink 
of extinction. But in the constant struggle, heroes 
emerge. It’s the work and deeds of heroes which keep 
the world together, and allow the clans to prosper 
despite the eternal conflicts. Heroes from all sides fight 
to protect their people, and even if it’s for their own 
personal glory, it focuses the violence on and around 
them, offering some respite to those who just want to 
live their life in peace. 

You are such a hero. In Tarkir, most of your efforts 
will be focused on the ongoing wars, but you will also 
have opportunities to explore mysterious ruins, fight 
eldritch monsters and uncover forgotten treasures. 
Either way, the stakes will be huge, and you will have 


much responsibility and lives on your shoulders. Don’t 
worry to much though, because you won’t be alone. 

This chapter gives you everything you need to create a 
character from Tarkir, using the rules in the Player 
Handbook. You will find many character options linked 
to Tarkir, but you don’t have to use them to play in 
Tarkir, and you can use them in any other setting. 


CHOOSING A CLAN 


Nearly all people of Tarkir, and by extension heroes, 
belong to one of the five clans. When you create your 
character, you should first pick your clan, or at least the 
one you grew up into. In the rules, this choice is 
represented by your background. You will find in the 
following pages five backgrounds, one for each of the 
clans. These background work in the same way as the 
usual ones, except for the feature, which is more similar 
to a Feat. 

Alternatively, you can pick another background, like 
those found in the Player Handbook. In that case, you 
still need to choose if you belong to the Abzan, Jeskai, 
Mardu, Sultai or Temur, and you can follow one or 
more suggested characteristics from the corresponding 
background. You can replace the feature of your 
background with the feature of your clan’s background. 
With the DM’s permission, you can also replace it with a 
Feat without an ability score improvement. 


CLANLESS CHARACTERS 


Clanless characters still exist, and if the DM allows it, 
you can play one. In Tarkir, people without a clan could 
have been exiled, be deserters, or tribe members who 
live hidden in a small community. If you wish to play 
such a character, pick a relevant background from the 
Player Handbook or another source, and you can 
replace its feature with a Feat without an ability score 
improvement. 

You can also belong to a clan which is not your 
original one. In that case, simply choose the background 
which reflects your clan of birth, or the one you spend 
the most time in. Being a defector could bring 
interesting stories to the table, if you and other players 
are comfortable with that notion. 


RACE AND CLASS 


After selecting your clan and background, you can then 
create the rest of your character following the normal 
rules. Since you create a character from Tarkir, you 
should pick a race from this book, with a recom- 
mendation toward human. Your background offers 
some suggestions of races and classes fitting for your 
clan, but you are not bound to those, and you can pick 
whichever combination you like as long as the DM 
agrees. 


BUILDING A PARTY 


Most of the clans of Tarkir are at war with each other, 
and many Tarkir inhabitants will have difficulties to 
work alongside members of other clans. Moreover, 
depending on the adventure you'll be playing in, some 
characters may or may not be suitable. The easiest way 
to build a functioning party is that each player makes a 
characters belonging to the same clan, and orient their 
efforts toward this clan’s interests. But some adventures 
could concern several clans, if not all of them. If the 
level of threat the character will face exceeds by far the 
clans’ conflicts, their members could put their grief 
aside in order to fight a common enemy. 

In any case, you should consult with your DM and 
fellow players before making your character, in order to 
fit to the adventure and the group you'll be playing in. 
Make sure you share a common goal, and do not let 
backgrounds get in the way of player agency. 
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PLANESWALKERS 
The plane of Tarkir is part of the Multiverse of Magic: The 
Gathering, and as such works a little differently than the 
planes of existence of D&D. In the multiverse, there are no 
inner or outer planes, but a multitude of material planes with 
their own rules, civilizations and magic. They do not interact 
with each other, except thought the interplanetary travel of 
Planeswalkers. The Planeswalkers are exceptional 
individuals, able to magically travel from a plane to another. 
This power cannot be learnt, and is granted to very few by 
some unknown force. 

In most Tarkir adventures, you will be confined to your 
plane, not being Planeswalkers yourselves. You should avoid 
spells and effect which allow planar travel, such as Dimension 
Door or Gate. A spell like Etherealness can still work, if you 
consider the Ethereal Plane as a local alternative dimension 
instead of a passage. If a game element references an inner 
or outer plane, work with the DM to determine if it can be 
used as such, or if it needs some reflavor or tweaks in order 
to work in Tarkir. 

Using the material in this book, you could also create a 
Planeswalker character originating from Tarkir, and travel all 
across the Multiverse along with other Planeswalkers. 
However, The way planeswalking works within D&D is 
beyond the scope of this book. 
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CLAN BACKGROUNDS 


When creating your character, you can select one of the 
backgrounds of this chapter instead of a standard 
background. Each of these backgrounds is linked to one 
of the five clans of Tarkir, and you should pick the one 
associated with the clan you grew up in. Since the 
people of Tarkir are constantly tested by their warlike 
world, first-time adventurers are on average more 
experienced and battle-hardened than in other worlds. 
To represent that, the backgrounds of this chapter have 
a feature that is more powerful than usual and can be 
used in combat situations. 

Otherwise, these backgrounds are similar to the 
standard ones, and give access to skill proficiencies, tool 
proficiencies, languages, and suggested characteristics. 
In this last part, you will find some guidelines to select 
your alignment, race and class, depending on your clan. 
In addition to the traits, ideal, bonds and flaws proposed 
for each clan, you can seek inspiration from other 
backgrounds tables in the Player Handbook, as 
indicated by the Additional Background Trait item. 
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CHARACTER CREATION 


ABZAN BACKGROUND 


You come from the Abzan or Dromoka clan. You were 
raised in a luxurious city built in a desert, and you’ve 
learned the value of protection and family. Your family 
is like a clan within a clan, and your house comes with 
its own history and traditions. But ultimately, your are 
expected to fight for all the Abzan against those who 
would shatter the clan’s foundations. All are welcome to 
join the only virtuous civilization of Tarkir, as long as 
they abandon their barbarous ways and swear loyalty to 
their new family. You enjoyed the benefits of sedentary 
lifestyle for a time; in addition to solidarity and 
prosperity, you also had access to finely crafted 
weapons and protections made with dragon scales. 
Your Abzan kinship gives you access to the following 
features: 


e Skill Proficiencies: Medicine, History 

e Tool Proficiencies: Land Vehicles, or one type of 
Gaming Set. 

e Languages: Choose one of Ainok, Draconic or Orc. 


FEATURE: ARMORED DEFENSE 


Every Abzan learns how to use armor efficiently in 
battle. You become proficient with Light Armor. While 
you are wearing an armor or a shield, if a creature 
within 5 feet of you (including yourself) is hit by a 
weapon attack dealing bludgeoning, piercing or slashing 
damage, you can use your reaction to reduce the 
attack’s damage by 1d8 + your proficiency bonus. You 
can use this reaction a number of times equal to your 
proficiency bonus, and you regain all expended uses 
when you finish a long rest. 


SUGGESTED CHARACTERISTICS 


e Alignment: Usually Loyal, often Neutral. 

e Suggested Races: Human, Ainok, Aven, Orc. 

e Suggested Classes: Bard, Cleric, Fighter, Paladin, 
Ranger, Wizard. 

e Additional Background Traits: Noble, Soldier. 


The Abzan are raised into the idea that family is the 
most important structure of the society. They are 
sedentary citizens and believe into the code of laws and 
the defense of the weak. In war, they emulate defensive 
tactics and privilege protection and discipline, alongside 
their siblings-in-arms. 
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BACKGROUNDS 


d8 Personality Trait 

1 There is nothing more beautiful than a sturdy phalanx of 
disciplined soldiers. 

2 When | value someone, | am quick to call them brother or 
sister. 

3 | distrust the members of other uncivilized clans, and see 
them as savages. 

4 I’ve learnt from the honorable deeds of my ancestors, and 
recall them with pride. 

5 | protect the others, and expect them to protect me in 
return. 

6 | organize training sessions whenever | can, and drag others 
along. 

7 Even when | am far from my family, our immortal bonds 
give me strength. 

8 | hate cold, and | always complain about it. 


dé Ideal 

1 Duty. My purpose is to fulfill my duty toward my brothers 
and sisters. (Lawful) 

2 Abnegation. | will defend those who cannot protect 
themselves. | will die for them if | must. (Good) 

3 Resilience. | will stand, and never yield. (Neutral) 

4 Relentless. Those who are threatening the clan will be 
executed. No exception, no pity. (Evil) 

5 Pariah. | don’t blindly follow my family values. | must find 
my own path. (Chaotic) 

6 Loyalty. My talents belong to my house. | will serve its 
interests with my life, and beyond. (Any) 


dé Bond 

1 lama Krumar. | was born in another clan and was adopted 
as a child by my parent’s enemies. 

2 | have lost many siblings during a battle, and | still see their 
faces when | close my eyes. 

3 | knew the dragon whose scales now cover my armor. 

4 One of my closest friend was outcasted from our family. | 
think it was unjust. 

5 The members of a rival house don’t stop scheming against 
us. I’m worried they are up to something sinister. 

6 | admire the dragons and their might. | would be happy to 
fight alongside them. 


d6 Flaw 

1 I’m ashamed of my sins, and cannot admit them to my 
family. 

2 The Abzan way is the only way. 

3 | will reprimand and harass for days whoever did not fulfill 
their duty. 

4 Asecret about my family may bring ruin to us all if it were 
ever revealed. 

5 When our laws forbid something, | crave it. 

6 My need to protect others is overbearing. 
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JESKAI BACKGROUND 


Joining the Jeskai or Ojutai clan, chances are you have 
integrated a school in which you learnt your martial 
abilities. You were encouraged to adopt a disciplined 
and philosophical attitude, and focus on your individual 
development of body and mind. The Rules of the Reeds 
are your moral compass and assure an enlightened 
society of wise and educated people, experts in magic, 
arts and crafts. As guardians of knowledge, the Jeskai 
make sure it remains within the clan, out of reach of 
unworthy minds. To protect their ways, the Jeskai 
privilege cunning and precise strikes instead of frontal 
warfare. Being a Jeskai gives you access to the following 
features: 


e Skill Proficiencies: Acrobatics, Religion. 
e Tool Proficiencies: One type of artisan’s tools. 
e Languages: One of your choice. 


FEATURE: MARTIAL STUDENT 


You have been trained to defend yourself since your 
childhood, and keep practicing a strict and daily training 
in martial art. Your unarmed strike deals 1d6 
bludgeoning damage, and it has the finesse property. 
Additionally, on your turn, you can make one unarmed 
strike as a bonus action. You can use this bonus action a 
number of times equal to your proficiency bonus, and 
you regain all expended uses when you finish a long 
rest. 


SUGGESTED CHARACTERISTICS 


e Alignment: Usually Neutral. 

e Suggested Races: Human, Aven, Djinn, Efreet. 

e Suggested Classes: Cleric, Fighter, Monk, Rogue, 
Sorcerer, Wizard. 

e Additional Background Trait: Acolyte, Sage. 


The Jeskai are often stoic and disciplined people, who 
care a great deal about knowledge, its transmission and 
preservation. Their strict and philosophical approach, 
alongside their tendency to speak with metaphors and 
riddles, can sometimes be bothersome to others. 


d8 Personality Trait 

1 | isolate myself in order to meditate as often as | can. 

2 A day without training is a wasted day. 

3 | seek enlightenment, and | will understand what it is when | 
reach it. 

4 My serenity is unshakable. 

5 | enjoy companionship the way | did in my student years. 

| can bring justice to the world, for | know what is just, and 

what is not. 

| often use proverbs and intricate metaphors, and don’t care 

to explain them. 

8 | doubt and mock those who claim they have it all figured 
out. 
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dé Ideal 

1 Assistance. | am here to help others following their path. 
(Good) 

2 Teaching. My destiny is to gather knowledge and transmit it 
to the younger generations. (Lawful) 

3 Empiricism. Field studies are the best studies. | refuse to set 
foot on a classroom again. (Chaotic) 

4 Overreaching. Once | reach enlightenment, nothing and no 
one will be able to stop me. (Evil) 

5 Enlightenment. My path leads to the great understanding of 
myself and the universe. (Neutral) 

6 Lore. Our clan is the guardian of knowledge. | must prevent 
it to fall at all cost. (Any) 


dé Bond 

1 | would die to protect the great stronghold | studied in, and 
the secrets within. 

2 | have a rival. | hope to reach higher than they do. 

3 A teacher of mine changed my life. | will never forget their 
wisdom. 

4 | seek the secrets of dragon’s cunning. 

5 Acouple of wandering arbiters once convicted me for a 
crime | did not commit. 

6 | gazed upon a bit of knowledge | was not supposed to. It 
changed everything. 


dé Flaw 

1 My way makes me superior to others. 

2 | was expelled form my school for “deviant behavior.” 

3 Yes, | have learned a lot during my studies, but... | don’t 
think | remember anything. 

4 | do not take contradiction well, and I’m often destabilized 
by counter arguments. 

5 I’m always right. | will not hear anyone say otherwise. 

6 My cunning is not that far from cruelty. 
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BACKGROUNDS 
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MARDU BACKGROUND 


Since your birth into the Mardu or Kolaghan clan, you 
have learned that you have been at war with the rest of 
the world. Fighting is the way to survival, and only those 
who win deserve to eat and live. You know how to fight 
and ride since your childhood, and you have integrated 
the edicts of the Mardu — To conquer is to eat. To rule is 
to bleed. Victory or Death — The Mardu value their clan 
and respect their rulers. They have a violent sense of 
camaraderie, and even if they are harsh with each other, 
they rarely steal or kill among themselves. As nomadic 
horseback people, you were always on the move, 
scattered in several roving tribes, ready to merge into an 
overwhelming horde when the time of war has come. 
Chances are you have already survived many battles. 
You may have already earned your war name in combat, 
or you may still be seeking it. Being a Mardu gives you 
access to the following starting features: 


e Skill Proficiencies: Animal Handling, Intimidation. 

¢ Tool Proficiencies: Two proficiencies from: Cobbler’s 
tools, Leatherworker’s tools, Smith’s tools, 
Woodcarver’s tools, Drums, Horns, or Land 
Vehicles. 


FEATURE: HORDE TACTIC 


You are used to fight in a horde, and know how to 
exploit your superior numbers. When you make an 
attack against a creature, if at least one of your allies is 
within 5 feet of it and not incapacitated, you can gain a 
bonus to the attack and damage rolls equal to the 
number of your allies within 5 feet of your target, 
including yourself (up to a maximum of +5). You can 
choose to do so before or after the attack roll. You can 
use this feature a number of times equal to your 
proficiency bonus, and you regain all expended uses 
when you finish a long rest. 


SUGGESTED CHARACTERISTICS 


e Alignment: Usually Chaotic, Often Evil 

e Suggested Races: Human, Orc, Goblin 

e Suggested Classes: Barbarian, Bard, Fighter, 
Ranger, Rogue, Warlock 

e Additional Background Trait: Soldier, Criminal. 


Not all Mardu are bloodthirsty mindless beasts. But 
growing into a culture of war likely leads to a violent 
mind, centered around worshiping the strong, seeking 
glory, and victory at all costs. 


d8 Personality Trait 

1 | only enjoy what I’ve earned in battle. To conquer is to eat. 

2 | never rest on my successes. To rule is to bleed. 

3 | do everything | can to maintain my fighting spirit and that 
of others. Victory or Death. 

4 I’ve an overwhelming sense of pride when we achieve 
victory together, fighting as one. 

5 | can stare down a dragon without flinching. 

6 I’ve difficulties to stay motionless for long, | need to move, 
constantly. 

7 | like to brag on my war deeds, either real or slightly 
exaggerated. 

8 | enjoy experimenting new ways to wound and kill. 


dé Ideal 

1 War. WE. ARE. WAR. (Chaos) 

2 Conquest. The strong takes what they deserve from the 
weak. (Evil) 

3 Momentum. We will be doomed the day we start settling. 
Always be on the move toward the next target. (Neutral) 

4 Horde. If we fight in numbers, nothing will be able to stop 
us. (Loyal) 

5 People. We wage war to protect our culture and to save the 
lives which depend on us. (Good) 

6 Victory. | will achieve victory, no matter the cost. (Any) 


dé Bond 

1 I’ve grown in the shadow of a renown war hero, and aspire 
to reach their glory one day. 

2 I’ve trouble finding a good war name. | take every occasion 
to ponder on it. 

3 | did not choose my war name. It was given to me. 

4 My mount in not just a mere tool. | have a special bond with 
it. 

5 I’ve sworn to kill a specific dragon. 

6 Once, | fought in a glorious battlefield. | hope to fight there 
again one day. 


dé Flaw 

1 | slowly become overwhelmed by grief. I’ve seen too many 
deaths. 

2 I’ve earned the ire of my warlord, who takes every 
opportunity to send me to my death. 

3 | pick fights, but | commit only when I’m sure | will win. 

4 My blood lust can reach detrimental levels for me and my 
allies. 

5 My pride is precarious, and | overreact at the slightest 
insult. 

6 And after all, why not peace? 
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SULTAI BACKGROUND 


Your place in the Sultai or Silumgar society could have 
had a strong influence on whom you are now. If you 
belonged to the bottom, as a soldier or a worker, you 
lived as a slave, under tyrannical lords and the constant 
threat of being killed and replaced by a undead version 
of yourself. In the top layers, you were threatened by 
constant scheming. Those bellow you plotting to take 
your place, and those on top of you fearing you were 
doing the same. Death was your only reliable 
surrounding, thousands of undead sibsigs performing 
mundane tasks as servants and soldiers of the clan. 
Dragons or Rakshasas were your ultimate masters, the 
most ruthless and powerful of all, who know how to 
exploit humanoid’s ambitions. Being a Sultai gives you 
access to the following features: 


e Skill Proficiencies: Arcana, Deception. 
e Tool Proficiencies: Poisoner’s kit, and one type of 
gaming set or one type of kit. 


FEATURE: UNDEAD SERVANT 


You have been surrounded by death long enough to 
know how to create an undead sibsig to serve you. You 
can focus 10 minutes on reanimating a humanoid 
corpse that has been dead no longer than 10 days, using 
golden contraptions worth at least 10 gp, which are 
worn by the corpse for as long as it is animated. You 
create a Sibsig, which obey any of your commands. In 
combat, it shares your initiative count, but it doesn’t act 
on its own unless you use a bonus action to make it 
move and/or take an action. Your sibsig dies if it falls to 
O hp, if its contraptions are removed, if you use this 
feature on another corpse, or if a number of days equal 
to your proficiency bonus have passed. When it dies, 
your sibsig crumble to dust and cannot be reanimated 
again, but its contraption can be recovered. Once you 
use this feature, you must finish a long rest before using 
it again. 


SUGGESTED CHARACTERISTICS 


e Alignment: Usually Evil, Often Neutral 

e Suggested Races: Human, Naga, Aven 

e Suggested Classes: Cleric, Fighter, Ranger, Rogue, 
Warlock, Wizard 

e. Additional Background Trait: Charlatan, Noble. 


The Sultai environment makes it hard for them to rely 
on something else than manipulation and treason to 
achieve their goals. They are used to being around 
traitors, demons and death, and often value wealth and 
power. 


d8 Personality Trait 

1 The point of gold and jewelry is to show them. 

2 | always picture my interlocutors dead; quieter and more 

amenable. 

| am proud to inspire fear and respect to others. 

4 | always have an eye for forbidden knowledge and means of 
power. 

5 The living make me uncomfortable, | prefer the company of 
the dead. 

6 Displease me, and you will find poison in your cup. 

7 | enjoy cracking cynical jokes about death. 

8 | use flattery and bow to others to obtain what | want. 
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dé Ideal 

1 Redemption. | will put my tainted legacy to better use in 

order to bring some good to the world. (Good) 

Hierarchy. | must obey my masters, and | will not tolerate 

any misdemeanor from my subordinates. (Lawful) 

Treachery. Tyrants and weaklings deserve to be stabbed in 

the back. (Chaotic) 

4 Power. | will achieve ultimate domination. All will serve me, 
in life or death. (Evil) 

5 Opportunism. For the time being, | will do what is best for 
my associates and me. (Neutral) 

6 Wealth. One’s life value is measured by their riches. (Any) 
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dé Bond 

1 My greatest fear is to become a mindless zombie. 

2 My path has attracted the attention of a powerful rakshasa, 
for better or worse. 

3 | have already escaped several assassination attempts. 

4 Asa punishment, all my family were executed and raised as 
sibsigs. 

5 Serving my master loyally will serve my ambitions, for now 
at least. 

6 | had an incredible experience in a pleasure barge of Qarsi, 
and | yearn to visit the place again. 


d6 Flaw 

1 | don’t want to take off the noisy and shiny jewelry | wear. 

2 | cannot help but to mutter my schemes in front of my 
future victims. 

3 A pact for power? Where do | sign? What use do | have of a 
soul anyway? 

4 lam convinced that a traitor is hiding among my closest 
associates. 

5 | act evil, for | have to be ruthless, but my heart is not really 
at it. 

6 I’ve angered an ambitious Sultai member, known for their 
fondness toward assassinations. 
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"TEMUR BACKGROUND 


Survival in the cold mountains of the Temur or Atarka 
clan is everything you know. Most of the year, you lived 
as a nomad and a hunter, with a group that you 
considered as your family. Hunting animals provided 
food, clothes and weapons, traded with the clan during 
a great gathering in a secluded valley. Your bond to the 
Temur land and your hunting grounds is strong, and 
your clan has defended it ferociously for generations, 
against any intruder. Your shamans can talk to the 
spirits of nature, and use primordial magic to see the 
past and the future, assuring your clan’s survival. 
Nature and elements are your allies in the war against 
those who stand in Temur’s way. Being a Temur gives 
you access to the following features: 


e Skill Proficiencies: Athletics, Survival. 
e Tool Proficiencies: Herbalist’s Kit, one type of 
Musical Instrument. 


FEATURE: BORN HUNTER 


You can cast the Hunter’s Mark spell as a 3rd level spell 
with this feature. If you do so, you don’t require 
concentration to maintain the spell, but it ends if you 
cast it again with this feature. You can cast Hunter’s 
Mark this way a number of times equal to your 
proficiency bonus, and you regain all expended uses 
when you finish a long rest. 


SUGGESTED CHARACTERISTICS 


¢ Alignment: Usually Neutral, Often Chaotic 

e Suggested Races: Human, Ainok, Goblin, Efreet, 
Aven, Orc 

e Suggested Classes: Barbarian, Druid, Fighter, 
Ranger, Sorcerer 

e Additional Background Trait: Hermit, Outlander. 


Temur are born survivalists with a strong link with 
nature and the spiritual world. Harsh and ferocious, 
they are slow to build trust in other than themselves. 


d8 Personality Trait 

1 | often speak loudly to share my emotions. 
2 When in doubt, | find comfort and answers in our traditions. 
3 | use animal comparisons, such as “You are as fierce as a 
sabertooth.” 

I’m up for any challenge, and | look forward for the next one. 
I’m as caring and grumpy as a mother bear. 

| always make sure omens and signs favor my hunt. 
| don’t understand those who weaken themselves by 
abandoning a wild and natural life. 

8 | hate heat, and | always complain about it. 
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dé Ideal 

1 Sustenance. | hunt to feed those who need it the most. 
(Good) 

2 Natural Order. The laws of nature must be respected, or 


nature will retaliate. (Loyal) 

3 Ferocity. We become stronger by overcoming massive 
difficulties. (Chaotic) 

4 The Fittest. The weak must die in order to let the strong 
thrive. (Evil) 

5 Survival. There is no good or bad, only survival matters. 
(Neutral) 

6 Preservation. Our traditions and the land are both beautiful 
and must be preserved. (Any) 


dé Bond 

1 A natural catastrophe swallowed my hunting party, and I’m 

the sole survivor. 

A secluded shaman in the mountains has all the answers | 

need. 

3 I’ve seen a glimpse of the Unwritten, and | must do 
everything | can to avoid that future. 

4 My people count on me to assure their survival. 

5 I’ve befriended a savage beast, and | will prevent anyone to 
harm it. 

6 The dragons are strong, | want to follow their example. 


Nh 


dé Flaw 

1 I’m actually terrified to meddle with the Unwritten by my 
actions. 

Once |’ve marked a quarry, | won’t stop until its dead, even 
if | put my allies and myself in danger. 

I've absolutely no idea how to make friends. 

| eat what | kill, even when it’s inappropriate, or unhygienic. 
Buildings offend me and must be destroyed. 

This time, something else is the hunter, and I’m the prey. 
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RACES 


The people of Tarkir are members of various races, 
most prominently humans. This chapter provides 
information about the following playable races of Tarkir, 
as well as racial traits for all of them except humans, 
which can be found in the Player’s Handbook. 

Humans of Tarkir are similar to those found in other 
D&D worlds: adaptable, ambitious, and wildly diverse. 

Orcs are strong and often violent, but not as savage as 
one may think. 

Ainoks are canine humanoids with innate survival 
skills and an unshakable loyalty to their clan. 

Avens are bird-like individuals who take the battle to 
the sky, just like dragons do. 

Djinns are enigmatic air elementals of the Jeskai, well 
versed in their clan’s art and values. 

Efreets are malicious fire elementals with their own 
society, secluded in a volcano. 

Goblins are small hairy creatures locked in a constant 
comical frenzy. 

Nagas are the ruthless schemers of the Sultai clan, 
with a serpentine body and an affinity for dark arts. 


HuMAN 


Throughout its long history, Tarkir has always been 
mainly populated by humans, who scattered across each 
corner of the world and were founding members of each 
of the five clans. As of today, humans make up the 
majority of the people in each clan, or are tied with the 
orcs in the case of the Mardu. While most of them are 
strongly attached to the values and traditions of their 
birthing clan, many of them are prone to shake things 
up by adventuring and exploring. People who leave or 
change their clan have more chance to be humans, 
motivated by ambition or a need to start their life anew. 
Humans have a wide range of personalities and skills. 
They can find their place and adapt anywhere in Tarkir. 


HUMAN NAMES 


Naming practices differ from clan to clan. Humans can 
have a name from one tradition or another, often but not 
necessarily from their actual clan. 


ABZAN NAMES 


The Abzan don’t often use their family names, but they 
are the only people of Tarkir to have one. It is usually 
used with the word “house”“ prior to it, such as in 
“Essyria of house Merel.” You can look at Turkish or 
Afghan names for more inspiration. 

Female names: Essyria, Faiso, Kadri, Riza, Reyhan, 
Yeffa. 

Male names: Baihir, Bomar, Cagatay, Gobran, Ekin, 
Tozan. 

House names: Alabora, Merel, Gursu, Sarikaya, 
Shiadad, Urakshan. 
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JESKAI NAMES 


The Jeskai have diverse names, sometimes with two 
monosyllabic parts. You can get more inspiration from 
Tibetan or Chinese names. 

Female names: Chanyi, Kela, Ming Yu, Shintan, 
Tarin, Zhiada 

Male names: Dan You, Houn, Kuhnde, Yao De, Quan, 
Zogye 


MARDU NAMES 


The Mardu do not care much about their birth names, 
but attach an immense value to their warnames, even if 
it ends up being the same one. A warname is only 
subject to the creativity of its bearer. It can be a 
standard name, a title, or both as in “Zurgo 
Helmsmasher.” Mongolian names can be a great 
additional source of inspiration. 

Female names: Irka, Jalasha, Khibat, Kuru, Shensu, 
Vashar. 

Male names: Batar, Chidukhul, Garun, Kal, Magran, 
Taklai. 

Title Warnames: Berserker, Handcutter, Hatesinger, 
Suddenblade, Wallclimber, Wingbreaker. 


SULTAI NAMES 


Each Sultai individual makes sure to have a unique 
name, in order to avoid having the same name asa 
reanimated person, which is perceived as a great 
shame. Khmer names can provide additional 
inspiration. 

Female names: Asmala, Kirada, Maekhao, Manya, 
Siara, Yalan. 

Male names: Jhinu, Kassur, Mogai, Phansar, Sanun, 
Xathi. 


TEMUR NAMES 


The Temur like to give their ancestor’s names to their 
children, in the hope that past glory will be passed onto 
the next generation. You can also find inspiration from 
Khazak and Siberian names. 

Female names: Arel, Jilaya, Kilen, Nitula, Rizik, 
Sakta. 

Male names: Aruma, Kunga, Goton, Kemval, Tumak, 
Ulnok. 


Orc 


A long time ago, the orcs dominated the central plains 
of Tarkir and created the Mardu clan in their image; 
fierce, strong and warlike. Their people have thrived by 
taking what they needed by force, an approach they are 
proud of, and which persisted among the Mardu. But 
the grey-skinned orcs of Tarkir are no simple beasts, 
and can be as diverse as humans in their temper. Unlike 
orcs of other worlds, those of Tarkir cannot mate with 
humans, and thus half-orcs do not exist in this world. 
But it does not prevent in any way orcs and humans 
from becoming partners or lovers. 

What truly defines orc culture is their respect for 
strength. They themselves pursue strength all their life, 
and act to be seen as strong and deserving of their 
rewards. This is not limited to physical prowess and 
battle skills; throughness, force of will and magical 
powers are also worthy of an orc’s respect. Being seen 
as weak is, therefore, the worst thing that can happen to 
an orc. 

The orcs’ ancestors were Mardu, and most of them 
still are and are happy to be. But over the centuries of 
war, some orcs have found their way into other clans, 
and proved to be as adaptable as humans can be. The 
Abzan started to adopt orphaned orc children to raise 
them as krumars, who had no difficulty taking the clan’s 
familial values as their own. Some orcs also joined the 
Temur when they found an affinity with hunting, nature, 
or primordial magic. 


ORCS TRAITS 


As an Orc of Tarkir, you have the following racial traits. 

Ability Score Increase. Your Strength score increases 
by 2, and your Constitution score increases by 1. 

Age. Orcs mature a little faster than Humans, 
reaching adulthood around age 14. They rarely live 
longer than 75 years. 

Size. Orcs are usually over 6 feet tall. Your size is 
Medium. 

Speed. Your walking speed is 30 feet. 

Darkvision. You can see in dim light within 60 feet of 
you as if it were bright light, and in darkness as if it 
were dim light. 

Adrenaline Rush. As a bonus action on your turn, you 
can use the dash action and gain temporary hit points 
equal to your proficiency bonus. You can use this trait a 
number of times equal to your proficiency bonus, and 
you regain all expended uses when you finish a long 
rest. 

Relentless Endurance. When you are reduced to 0 hit 
points but not killed outright, you can drop to 1 hit point 
instead. You can’t use this feature again until you finish 
a long rest. 

Powerful Build. You count as one size larger when 
determining your carrying capacity and the weight you 
can push, drag, or lift. 

Language. You can speak, read, and write Common 
and Orc. 


ORC NAMES 


Female names: Mikaana, Gazna, Yesug, Kaliga, Zard, 
Gnul. 

Male names: Naruk, Zolko, Perok, Vallash, Shugo, 
Kamek. 


AINOK 


The canine humanoids known as ainoks were 
constitutive of nomad tribes who travelled the borders 
of Tarkir. While some independent ainok tribes remain, 
most of them are now part of the Abzan or the Temur 
clans. The ainoks are humanoids with human size and 
canine features. They have fur, fangs, claws and possess 
two long ears as well as a strong nose. Their jaw is 
particularly powerful and made to rip flesh from bones. 
All ainoks are natural hunters with keen senses of smell 
and hearing. They can track a prey for miles and are not 
easily lost in the wild. 

Ainoiks are gregarious and have a real sense of 
community. Loyal to their core, they value the pack 
before the individual, hence why they join clans with 
important family values. To the Abzan and Temur, they 
brought their survival skills and primordial magic, in 
exchange for a family to belong to. Over the centuries, 
the ainoks quickly adapted to their new surroundings 
and developed physical features made to sustain the 
harsh climate of the Abzan desert or Temur mountains. 
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AINOK TRAITS 


As an Ainok, you have the following racial traits. 

Ability Score Increase. Your Strength and 
Constitution scores each increase by 1. 

Age. Ainoks grow faster and die quicker than 
humans. They are mature around 13 and hardly reach 
their 60th year. 

Size. Ainoks are about the same size as humans, from 
5 to 6 feet tall. Your size is Medium. 

Speed. Your base walking speed is 30 feet. 

Darkvision. You can see in dim light within 60 feet of 
you as if it were bright light, and in darkness as if it 
were dim light. 

Nomadic Legacy You are proficient in the Survival 
skill. 

Keen Smell. You have advantage on Wisdom 
(Perception) and Wisdom (Survival) checks that rely on 
smell. 

Grappling Bite. You can use your bite as a natural 
weapon to make unarmed strikes. If you hit a creature 
with your bite, it deals piercing damage equal to 1d6 + 
your Strength modifier. 

In addition, once per turn, if you hit a Large or 
smaller creature with your bite, you can make it rolla 
Strength saving throws against a DC equal to 8 + your 
Strength modifier + your proficiency bonus. If it fails, 
the creature becomes grappled by you. 

Languages. You can speak, read, and write Common 
and Ainok. 

Subrace. Choose one of two subraces: Sand Ainok or 
Snow Ainok 


SAND AINOK 


The ainoks whose ancestors joined the Abzan are sand 
ainoks. With shorter hair than their northern cousins, 
they have a metabolism adapted to hot environments 
and have an innate affinity for travelling through deserts 
and fighting in a pack. 

Ability Score Increase. Your Intelligence score 
increases by 1. 

Acclimated to Heat. You automatically succeed on 
saving throws made to resist the effects of hot climates, 
but you have disadvantage on saving throws made to 
resist the effects of cold climates. 

Pack Training You can take the Help action asa 
bonus action on each of your turns. 


SNow AINOK 


The ainoks who evolved into the cold tundra in Temur 
territory are known as the snow ainoks. They have a 
thick protective mane and are born trackers and 
hunters. The snow ainoks have embraced a more 
“savage side than their southern cousins. 

Ability Score Increase. Your Wisdom score increases 
by 1. 

Acclimated to Cold. You automatically succeed on 
saving throws made to resist the effects of cold climates, 


but you have disadvantage on saving throws made to 
resist the effects of hot climates. 

Blood Scent. Whenever you hit a creature with an 
attack, you can mark it as your quarry for 1 minute. The 
first time on each of your turns that you hit one of your 
quarries and deal damage to it, including when you 
mark it, you can increase that damage by your 
proficiency bonus. You can mark a quarry twice this 
way, and you regain the ability to do so when you finish 
a short or long rest. 


AINOK NAMES 


Female names: Hakrez, Zika, Ayki, Yak, Nitula, Kilen. 
Male names: Tumak, Kemval, Khurz, Nakar, Razu, 
Karid. 
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AVEN 


Avens have most of the usual features of birds, except 
for their size and posture. They are capable individuals, 
able to bring a vast range of skills up to the skies, and 
able to cover great distances in a short amount of time. 
Unlike most avens found in the Multiverse, the avens of 
Tarkir do not have six members but four. Each wing 
and arm is merged into a single member, at the end of 
which they have a prehensible talon-like hand. In a 
combat situation, what they lose in practicalitty, they 
gain in manoeuvrability, because their wings cannot get 
in the way of their weapons. 

Before the clans, the avens had a tendency to gather 
into small sedentary communities, with each member 


tasked to protect the nest and gather food for the young. 


Nowadays, the avens have kept a somewhat protective 
mindset. They mostly keep to themselves, and have a 
hard time trusting others, but protect their home at any 
cost. The avens have found their place in the clans, 
mostly among the Abzan and the Jeskai, where they 
have found friends and values, and where their flight- 
based talents are well appreciated. 


RACES 
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Avens have a complex relationship with dragons. Flight 
is not an advantage anymore when dragons hunt in the 
skies, and avens are a prey of choice for them. But 
during the dragon timeline, they were also the dragons’ 
privileged allies. Indeed, avens makes good followers 
for a draconic master, being able to follow their pace, 
but also able to speak and understand the draconic 
language in all its complexity. 


AVEN TRAITS 


As an Aven, you have the following racial traits. 

Ability Score Increase. Your Dexterity score 
increases by 2. 

Age. Avens reach maturity by the age of 10, and don’t 
usually live longer than 50 years. 

Size. Aven are about 5 feet tall. They have thin, 
lightweight bodies that weigh between 80 and 100 
pounds. Your size is Medium. 

Speed. Your base walking speed is 25 feet. You have 
a flying speed of 30 feet. You can’t use your flying speed 
while you wear medium or heavy armor. (If your 
campaign uses the variant rule for encumbrance, you 
can’t use your flying speed if you are encumbered.) 

Dive Attack. If you are flying and move at least 30 feet 
in a straight line toward a creature before hitting it with 
a melee attack on the same turn, you can add an extra 
1d6 to the damage. You can use this trait once per turn. 

Language. You can speak, read, and write Common 
and Draconic. 

Subrace. Three types of aven inhabit Tarkir: hawk, 
vulture or crane. Choose one of these subraces. 


HAWK AVEN 


Hawk avens are common in the north-west of Tarkir 
and are mostly present among the Jeskai. They can also 
be found in Abzan families or Temur tribes. Blessed 
with amazing vision, they make great scouts and 
sharpshooters. 

Ability Score Increase. Your Wisdom score increases 
by 1. 

Hawkeyed. You have proficiency in the Perception 
skill. In addition, you have advantage on Perception 
checks based on sight. 


VULTURE AVEN 


Vulture avens originated from the desertic mountains 
south of Tarkir, near the actual location of the Lookout 
Roost, in Abzan territory. They are resilient scavengers 
with an inclination toward cooperation. Most of them 
found their place into the Abzan families, but some of 
them have moved to the Sultai or Jeskai, drawn in by 
different kind of promises. 

Ability Score Increase. Your Constitution score 
increases by 1. 

Scavenger. You have proficiency in the Survival skill. 
In addition, you have advantage on Survival checks 
made to forage. 


CRANE AVEN 


Crane avens have a long and agile neck made for fishing 
and swimming underwater. Their people have roosted 
and cooperated with Ojutai dragons in the past, and 
while most of them are now members of the Jeskai, they 
kept strong ties with the dragons. 

Ability Score Increase. Your Intelligence score 
increases by 1. 

Elegant Swimmer. You have proficiency in the 
Acrobatic skill, and you have a swimming speed of 30 
feet. Additionally, you can hold your breath for up to 15 
minutes at a time. 


AVEN NAMES 


Female names: Hiki, Piusz, Choenyi, Isleen, Kuljee, 
Doko. 
Male names: Kwaro, Chaok, Linkzin, Yelk, Bak, Riqi. 
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DJINN 


The enigmatic djinns come from the mountains to learn 
and teach wisdom among the Jeskai. They carry the 
clan’s legacy with humility and stoicism. The djinns of 
Tarkir are humanoids who can be reminiscent of air 
elementals. While not technically made of air, the djinns 
have a natural ability to feel and interact with the air 
around them. They visually look like tall and muscular 
blue-skinned humans with flat noses, black horns, and 
hairless skin. 

The origin of the djinns remains a mystery. When 
they arrive at a Jeskai monastery from the mountains, 
they have no memory of their past life or why they came 
that way. One can only speculate there is a djinn 
community, somewhere up the mountains, which sends 
its adult members to the Jeskai, with their memory 
erased for mysterious reasons. 

Even with no memory of their past, a djinn is often a 
wise and knowledgeable individual. They are eager to 
teach and learn more, with calm and patience. They try 
to let pain and emotions flow through them without 
influencing how they act or think toward enlightenment. 
This stoic approach can sometimes avoid violence, but 
when combat happens, most djinns will prove to be 
capable warriors. All living djinns are members of the 
Jeskai, the only clan worthy of their wisdom. They have 
been part of it since the beginning and may have 
actually participated in its foundation. 


DJINN TRAITS 


As a Djinn, you have the following racial traits. 

Ability Score Increase. Your Wisdom score increases 
by 2, and your Constitution score increases by 1. 

Age. The birth and growth of djinn is a mystery and 
they always appear as full-grown adults. They do not get 
physically old, but will fade away after 200 years of 
existence. 

Size. The djinn are taller and wider than humans, but 
do not weight more. They stand around 7 feet tall. Your 
size is Medium. 

Speed. Your base walking speed is 30 feet. 

Unending Breath. You can hold your breath 
indefinitely while you’re not incapacitated. 

Levitation. You can cast the Levitate spell on yourself 
once. Starting at 5th level, you can instead cast the Fly 
spell on yourself once with this trait. You can also cast 
these spells using any spell slots you have of the 
appropriate level. When you cast either spell this way, 
you cannot do so again until you finish a short or long 
rest. 

Stoicism. You gain proficiency in one saving throw of 
your choice, and you make Wisdom saving throws with 
advantage. 

Language. You can speak, read, and write Common 
and Auran. 
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DJINN NAMES 


Female names: Hujozon, Itumn, Kimhun, Sezom, Tashi, 
Zopa. 

Male names: Balaghal, Bohal, Payod, Vanim, Yangzom, 
Phuntsok. 


EFREET 


The efreets are affiliated with fire the same way the 
djinns are affiliated with air. While not truly elemental 
or immune to fire, the efreets of Tarkir look as if a fire 
were burning inside of them. That fire become brighter 
as the efreet’s emotions become stronger. Efreets are 
taller than humans, and very thin. A red fiery light 
emanates from their heart through their skin, eyes and 
mouth, and draws incandescent lines on their muscles 
and extremities. 

Qadat, the Fire Rim, is a volcanic and dangerous area 
beyond the frontiers of the Jeskai and the Temur 
territories. It is the homeland of the efreets. Little is 
known about Qadat and the efreet society, as no one is 
allowed to enter, which is also true for efreets who ever 
leave it. Yet, many of them have left the Fire Rim to join 
the rest of Tarkir. In the Khan timeline, most of the 
exiled efreets have joined the Jeskai to learn their way 
and seek enlightenment as scholars and martial artists. 
In the Dragon timeline, however, Qadat were conquered 
by Atarka. The efreets joined her clan, as her fiery 
heralds. 

Efreets are known to be strong-willed people. They 
seem to never look back to their past and always go 
forward. Most of them do not seem to be moved by the 
death and destruction they encounter or cause, and 
even seem to enjoy part of it. Pain, especially, is seen as 
a virtue to inflict and endure. When the efreets joined 
the Jeskai to follow the path toward enlightenment, they 
would prove to be hard-working students, difficult to 
discourage in their will to become the best in their 
domain. The efreets are mostly drawn to teachings 
which will test hardship, cunning and resistance to pain. 
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EFREET TRAITS 


As an Efreet, you have the following racial traits. 

Ability Score Increase. Your Charisma score 
increases by 2, and your Constitution score increases by 
1. 

Age. The efreets do not age and their reproduction 
system remains a mystery. Their lifespan has been 
estimated at around 200 years. 

Size. The efreets are taller than humans, ranging 
between 6 and 7 feet tall. They are, however, very slim 
and lightweight. Your size is Medium. 

Speed. Your base walking speed is 30 feet. 

Flaming Fists. You can choose to deal fire damage 
instead of bludgeoning damage when you make an 
unarmed strike. 

Fireborn. You have resistance to fire damage. 
Additionally, while you are conscious, your body emits 
harmless flames that provide bright light in a 10-foot 
radius and dim light for an additional 10 feet around 
yourself. While you are not incapacitated, you can quell 
or revivify these flames at will, without taking an action. 

Malicious Flame. You know the Produce Flame 
cantrip. When you reach 3rd level, you can cast the 
Hellish Rebuke spell once with this trait, and regain the 
ability to do so when you finish a long rest. You can also 
cast it using any spell slots you have of the appropriate 
level. Intelligence, Wisdom, or Charisma is your 
spellcasting ability for the spells you cast with this trait. 

Fiery Determination. Whenever you roll a saving 
throw, you can roll a d4 and add it to the result. You can 
choose to do so after the roll, but before knowing if it 
succeeded or failed. You can use this trait a number of 
times equal to your proficiency bonus, and you regain all 
expended uses when you finish a long rest. 

Language. You can speak, read, and write Common 
and Ignan. 


EFREET NAMES 


Female or Male names: Akij, Bikham, Menaq, Vuluq, 
Wahis, Zumrilu. 
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GOBLIN 


The goblins of Tarkir share the same frenzyness and 
chaotic behaviour as their Multiverse cousins, but differ 
in appearance. They are a little smaller, and have a wide 
range of skin tones, from grayish green to dark red. 
Males and females are covered in thick fur covering 
their body and head. Goblins who live in the cold tundra 
of Tarkir have grown a white fur, which makes them 
nearly invisible in a snowy landscape, especially from 
above. 

Goblins are blessed with an exceptional birthrate, 
which somehow makes them extremely resilient and 
numerous, in spite of their violent and often short life. 
An external eye could see them as crazy, cruel and 
cowardly. In fact, goblins are far from cowards, they just 
live to the fullest doing whatever they wish at the 
moment. Focused on the present, thirsting for action 
and survival, they could not care less about moral 
considerations of the past or the future. 

The people of Tarkir look down on goblins, but the 
goblins don’t care. They have no pride for their kind nor 
need for respect. They fight with glee whatever is in 
front of them, even if it is another goblin. Often 
underestimated, their enthusiasm, craftiness and lack of 
shame actually make them very efficient in combat and 
quite dangerous, even more so in numbers. 

Goblins can be found in the Temur or Mardu clans, 
even if they have a hard time being accepted as fellow 
clan members by other humanoids. They are often 
ordered to go to the frontline and distract the enemy at 
the expanse of their lives. Still, they oblige 
enthusiastically, and over the years, several goblins have 
earned the respect due to heroes and friends. 


GOBLIN TRAITS 


As a Goblin you have these racial traits. 

Ability Score Increase. Your Dexterity score 
increases by 2, and your Constitution score increases by 
lk. 

Age. Goblins reach adulthood around age 7. They age 
noticeably faster than humans, and though few goblins 
live to old age, the most cautious rarely last longer than 
50 years. 

Size. Goblins are the smallest humanoid race in 
Tarkir. They are about 3 feet tall. Your size is Small. 

Speed. Your base walking speed is 30 feet. 

Darkvision. You have Darkvision with a range of 60 
feet. 

Fury of the Small. When you damage a creature with 
an attack or a spell and the creature’s size is larger than 
yours, you can cause the attack or spell to deal extra 
damage to the creature. The extra damage equals your 
level. Once you use this trait, you can’t use it again until 
you finish a short or long rest. 

Nimble Escape. You can take the Disengage or Hide 
action as a bonus action on each of your turns. 


Languages. You can speak, read, and write Common 
and Goblin. 


GOBLIN NAMES 


Female names: Pyk, Naka, Kijyki, Bihs, Kana, Cha. 
Male names: Glub, Uqu, Taak, Zok, Ghis, Sog. 
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NAGA 


Masters of the Sultai clan, the nagas are intimidating 
snake-like humanoids with a serpentine lower body and 
other reptilian features. Originating from the luxuriant 
and traitorous jungles of Sagu, they imposed their will 
on the Sultai through clever and ruthless manipulation. 
The Nagas think of themselves as superior in every way 
to other humanoids, especially humans. They are 
indeed capable of exceptional physical prowess and 
possess a certain talent for magic and other dark arts. 

The nagas hate humans, and cannot stand to see 
them in a better or similar position than they are. 
Obsessed with power, they cannot help but to plot the 
downfall of their superiors, and to bully their 
subordinates into submission. It is said that this cruelty 
comes from the resentment of the humanity they lost in 
ancient days. For these reasons, nagas are never 
welcome outside of Sultai lands, and often attacked on 
sight. 

The domination of dragons over the clans was a hard 
blow to the nagas’ ambitions, since they found 
themselves relegated as mere servants, an unbearable 
position for the former tyrants. Many of them suffered 
the fate they would reserve to others; killed and raised 
again, docile as undead thralls. To recover their ancient 
glory, the nagas have no choice but to put their hate 
aside, and seek the help of those they so rigorously 
despised. 


RACES 


NAGA TRAITS Constrictor. You can attempt to grapple a creature with 


As a Naga you have these racial traits. your tail, rather than with a free hand. While a creature 
Ability Score Increase. Your Strength, Intelligence with the same size or smaller than you is grappled by 

and Charisma score each increases by 1. your tail, it is also restrained, and you can deal 1d4 
Age. Nagas lay eggs and their young reach maturity bludgeoning damage to it at the start of each of your 

13 years after hatching. They can live up to 150 years. turns. 
Size. Your Size is Medium or Large. Languages. You can speak, read, and write Common 
Speed. Your base walking speed is 30 feet. You have and Naga. 

a swimming speed of 30 feet. NAGA NAMES 


Darkvision. You can see in dim light within 60 feet of 
you as if it were bright light, and in darkness as if it 
were dim light. 

Amphibious. You can breathe air and water. 

Poison Resistance. You have advantage on saving 
throws against poison and poisoning effects, and you a = 7 
have resistance against poison damage. ; ~ 

Snake Rejuvenation. Add your proficiency bonus to 
the number of hit points you regain when you roll one of 
your Hit Dice. 

Poison of Body and Mind. You know the Friends and 
Poison Spray cantrips. Intelligence, Wisdom or 
Charisma is your spellcasting ability for these spells 
(choose the ability when you select this race.) 


Female or Male names: Shidiqi, Masiqa, Abassi, 
Teshini, Qalasi, Desuqa. 
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CLASSES BY CLAN 


Any class that appears in the Player’s Handbook or in 
another source material can be used to create a 
character from Tarkir. Certain classes and subclasses 
are more fitting to particular clans than others, and each 
subclass presented latter in this chapter is especially 
made for one of the five clans. The present section can 
help you to link each subclass to its most fitting clan(s). 
See Chapter 2 for a more detailed description of each 
class within each clan. 


BARBARIAN 


Plenty of enraged barbarians have emerged from the 
constant struggle of Tarkir. However, only the clans 
with an assumed “savage” side let the barbarians 
express their rage as a way of war and survival. Thus, 
most of them are found within the Mardu and Temur 
clans. 


BARBARIAN 


Subclass Clan 


CLERIC 


Tarkir doesn’t have traditional gods to worship or get 
divine power from. But other forms of religion exist, 
often associated with dragons or Ugin himself. Faith in 
strong principles can still awake the divine power of 
clerics, who are mainly found in the Abzan, Jeskai and 


Sultai clans. 


Subclass Clan 
Knowledge Domain Jeskai 

Life Domain Abzan, Jeskai 
Light Domain Abzan 


Nature Domain 
Tempest Domain 


Abzan, Temur 
Mardu, Temur 


Trickery Domain Jeskai, Sultai 

War Domain Any 

Death Domain* Sultai 

Arcana Domain* Jeskai, Sultai 

Forge Domain* Abzan 

Order Domain* Abzan, Jeskai, Sultai 
Dragon Domain** Any 


Path of the Berserker 
Path of the Totem Warrior 


Mardu, Temur 
Mardu, Temur 


Path of the Ancestral Guardian* 
Path of the Storm Herald* 


Abzan, Temur 
Abzan (Desert), 
Mardu (Desert, Sea), 
Temur (Tundra) 


Path of the Zealot* Mardu, Sultai 
Path of the Beast* Temur 
Path of Wild Magic” Temur 
Path of the Saddlebrute** Mardu 


* Appears in another official source than the Player’s 
Handbook 
** Appears in this book 


BARD 


There is not a lot of place for entertainment in Tarkir, 
and the bard is not a popular choice of spellcasting 
career. Surprisingly, the Mardu are the clan with the 
most prominent bardic tradition, but their bards are 
more like brutal war-singers than subtle and clever 
musicians. 


Subclass Clan 

College of Lore Jeskai 

College of Valor Mardu, Abzan 
College of Swords* Mardu 
College of Whispers* Sultai 

College of Eloquence* Jeskai 

College of Spirits* Abzan, Temur 
College of Screams** Mardu 


* Appears in another official source than the Player’s 


Handbook 
** Appears in this book 
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* Appears in another official source than the Player’s 
Handbook 
** Appears in this book 


DRUID 


In Tarkir, druids are called shamans and are prevalent 
in the Temur clan, because of their tribal tradition and 
strong bond with nature. Many shamans also dwell into 
the wild jungle of the Sultai. Druids of Tarkir manage 
spiritual and primordial cults all across the land. 


Subclass Clan 
Circle of the Land Abzan (desert), 
Sultai (coast, forest, swamp), 
Temur (arctic, forest, mountain) 
Circle of the Moon Sultai, Temur 
Circle of the Shepherd* = Temur 


Circle of Wildfire* Temur 
Circle of Spores* Sultai 
Circle of Whispers** Temur 


* Appears in another official source than the Player’s 
Handbook 
** Appears in this book 


FIGHTER 


In a plane of war, the vast majority of people are 
fighters, and they become the core of each clan’s army. 
Fighters of Tarkir are trained to use a wide range of 
martial specialities, ready for war and to fight for their 
people and values. 


Subclass Clan 

Battlemaster Abzan, Jeskai, Mardu, Sultai 
Champion All 

Eldritch Knight Abzan, Jeskai 

Arcane Archer* Mardu 

Banneret* Abzan, Mardu 
Cavalier* Abzan, Mardu, Temur 
Samourai* Abzan, Jeskai, Sultai 
Psi Warrior* Jeskai 

Rune Knight* Temur 

Ghostfire Warrior** Jeskai 


* Appears in another official source than the Player’s 
Handbook 
** Appears in this book 


MONK 


The Jeskai’s ranks count a majority of monks, mastering 
a vast range of specialities taught into the secluded 
fortresses of the clan. The power of Ki is also one of the 
clan’s most jealously kept secret, and monks who don’t 
belong to the Jeskai are pretty much inexistent. 


Subclass Clan 

Way of the Open Hand Jeskai 
Way of Shadow Jeskai 
Way of the Four Elements Jeskai 
Way of the Sun Soul* Jeskai 
Way of the Kensei* Jeskai 
Way of the Astral Self* Jeskai 
Way of Mercy* Jeskai 
Way of the Ascendant Dragon* Any 

Way of the Pearl** Jeskai 


* Appears in another official source than the Player’s 
Handbook 
** Appears in this book 


PALADIN 


The oath-bound warriors called paladins can manly be 
found into the Abzan clan. Most Abzan houses enjoy the 
services of one or several paladins acting as stewards 
who swore to protect their assets and values. 


Subclass Clan 
Oath of Devotion Abzan, Jeskai 
Oath of the Ancients Abzan, Temur 


Oath of Vengeance Abzan 
Oath of the Crown* Abzan 
Oath of Conquest* Abzan, Mardu 
Oath of Glory* Abzan, Mardu 
Oath of the Kin-Tree** Abzan 


* Appears in another official source than the Player’s 
Handbook 
** Appears in this book 


RANGER 


In time of war, rangers are essential to chart the land 
and scout enemy forces inside and outside a clan’s 
territory. Their ease with animals are useful for those 
who use wild and domesticated life as allies, such as the 
Temur or the Mardu. The Jeskai are somewhat 
reluctant to employ rangers and their undisciplined 
magic. 


Subclass Clan 

Beast Master Abzan, Mardu, Sultai, Temur 
Hunter Abzan, Mardu, Sultai, Temur 
Monster Slayer* Temur 

Swarmkeeper* Abzan, Sultai 

Drakewarden* Any 

Infallible** Sultai 


* Appears in another official source than the Player’s 
Handbook 
** Appears in this book 
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ROGUE 


Most rogues and assassins are members of the Jeskai or 
Sultai, and in some extent the Mardu. The Temur and 
the Abzan are not particularly fond of their methods. 


Subclass Clan 

Arcane Trickster Jeskai, Sultai 
Assassin Jeskai, Mardu, Sultai 
Thief Jeskai, Mardu, Sultai 
Inquisitive* Abzan, Jeskai, Sultai 
Mastermind* Jeskai, Sultai 

Scout* Jeskai, Mardu, Temur 
Phantom* Sultai 

Soulknife* Jeskai, Sultai 
Mocker** Jeskai 


* Appears in another official source than the Player’s 
Handbook 
** Appears in this book 


SORCERER 


Many individuals in Tarkir are gifted with innate 
magical talents, especially in the Temur lands, inhabited 
with primordial spirits and wild magic. The 
dragonstorms have awaken Draconic Bloodline 
sorcerers all around the plane, a gift that can be seen as 
a curse or a blessing. 


Subclass Clan 

Draconic Abzan (Gold), Jeskai (Silver), Mardu (Bronze), 
Bloodline Sultai (Green), Temur (Red) 

Wild Magic §Temur 

Divine Soul* —Jeskai, Temur 


Shadow Abzan, Sultai 
Magic* 

Storm Mardu, Temur 
Sorcery* 


Ice and Fire** Temur 


* Appears in another official source than the Player’s 
Handbook 
** Appears in this book 


WARLOCK 


Trough their history, the Sultai have, on many 
occasions, called on the powers of an otherworldy being 
for selfish reasons. Several demons and major 
Rakshasas can grant warlocks what they wish, for an 


often ambiguous price. 


Subclass 

The Fiend 

The Undead* 

The Hexblade* 
The Genie* 

The Greedy One** 


Clan 

Sultai 

Abzan, Sultai 
Sultai 

Jeskai, Temur 
Sultai 


* Appears in another official source than the Player’s 


Handbook 


** Appears in this book 


WIZARD 


Magic takes many forms in Tarkir, but only the Jeskai, 
Abzan and Sultai have dedicated facilities in which the 
wizards can attend magical studies and develop their 


art. 


Subclass 

School of Abjuration 
School of Conjuration 
School of Divination 
School of Enchantment 
School of Evocation 


Clan 

Abzan, Jeskai 

Sultai, Temur 

Jeskai, Sultai, Temur 
Jeskai, Sultai 

Abzan, Jeskai, Mardu 


School of Illusion Abzan, Jeskai 


School of Necromancy Abzan, Sultai 
School of Transmutation Sultai 

War Magic* Any 

Order of Scribes* Jeskai 
Sandcrafting** Abzan 


* Appears in another official source than the Player’s 
Handbook 
** Appears in this book 


ARTIFICER 


The artificers are rare in Tarkir, mostly because of the 
technology level of the plane that stays quite stagnant. 
Yet, some Jeskai or Sultai members may have 
uncovered eldritch artificial secrets to use in war. 


Subclass Clan 

Alchemist* Sultai, Temur 
Armorer* Abzan, Sultai 
Artillerist* Jeskai, Mardu 
Battle Smith* Abzan, Sultai 


Vial Smasher** Jeskai, Mardu 
* Appears in another official source than the Player’s 
Handbook 


** Appears in this book 
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CLASSES 


SUB CLASS OPTIONS character from Tarkir and choose one of these options, 


it is most likely that your character belong to the 


In this chapter, you will find one subclass option for indicated associated clan. However, these subclasses 
each of the official classes, including the artificer. Each are designed to be used in any setting. You can freely 
of them is affiliated to a clan and draw a lot of reflavor their traditions, origins and features in order to 
inspiration from Tarkir and its traditions. If you create a fit your character to another clan or another world. 
SUBCLASSES 
Level Associated 
Class Subclass Available Clan Description 
Barbarian Path of the 3rd Mardu Enrage along with your mount and lead devastating charges. 
Saddlebrute 
Bard College of Screams 3rd Mardu Use your voice to shout various and powerful thundering screams. 
Cleric Dragon Domain Ist Any Swear obedience to the dragons, and earn a fraction of their power. 
Druid Circle of Whispers 2nd Temur Communicate with spirits to unveil glimpses of the past and future. 
Fighter Ghostfire Warrior 3rd Jeskai Master an invisible blade and face even the most powerful opponents. 
Monk — Way of the Pearl 3rd Jeskai Create slippery pearls from thin air to destabilize the battlefield. 
Paladin Oath of the Kin-Tree 3rd Abzan Use sacred amber to shelter the spirits of your ancestors and unleash 
them in time of need. 
Ranger _Infallible 3rd Sultai Refuse death or defeat and perform your task beyond mortal limits. 
Rogue  Mocker 3rd Jeskai Destabilize and mock your foes with quick wits and vicious taunting. 
Sorcerer Ice and Fire Ist Temur Unleash and combine cold and fire power to destroy your enemies. 
Warlock The Greedy One Ist Sultai Amass gold and souls for your patron, then claim your reward. 
Wizard Sandcrafting 2nd Abzan Use your environment to engulf your opponents into deadly sandstorms. 
Artificer Vial Smasher 3rd Mardu Capture draconic breath into vials and throw them to unleash mayhem 


on the battlefield. 
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SUBCLASSES 


BARBARIAN: PATH OF THE 
SADDLEBRUTE 


Speed is the symbol of the Mardu. They mark their 
banner with a pair of dragon wings to represent it. 
Speed is their way of travelling and fighting. In order to 
reach the battlefield as quickly as possible, they ride 
horses and other beasts. Some mounted barbarians, 
called saddlebrutes, embody speed when they rage. 
They and their mount become one, and charge with the 
speed and brutality of the dragons. 


ENRAGED MOUNT 


3rd-level Path of the Saddlebrute feature 

While you are raging, your speed increases by 10 feet. 
Additionally, while you are mounted and raging, your 

mount also benefit from the following rage features: 


e Your mount as advantage on Strength checks and 
Strength saving throws. 

e Your mount deals extra damage with its melee 
attacks equal to your rage bonus damage. 

e Your mount has resistance to bludgeoning, piercing 
and slashing damage. 

e Your mount’s speed increases by 10 feet. 


Starting at 11th level, while you are raging, your 
mount also benefit from your Relentless Rage feature 
from the Barbarian class. 


QUICK STIRRUPS 


6th-level Path of the Saddlebrute feature 
You saddle up quickly when the battle begins. Whenever 
you enter your rage, you or your mount can move up to 
AO feet as part of the same bonus action. You can divide 
this extra movement between yourself and your mount 
as you wish, but you must be mounting it to give it extra 
movement. You and your mount do not provoke 
opportunity attacks for the rest of this turn. 
Additionally, even when you are not raging, mounting 
or dismounting a mount costs you only 5 feet of 
movement, instead of half your speed. 


UNSTOPPABLE CHARGE 


10th-level Path of the Saddlebrute feature 

While you are raging on your turn, if you move at least 
20 feet in a straight line right before attacking a 
creature and you hit it with a weapon melee attack, the 
weapon deals extra damage equal to your rage damage. 
Your mount also benefits from this extra damage to its 
melee attacks, if you are raging and mounting it, and it 
moves in a 20-feet a straight line right before the attack. 
You and your mount can both benefit from the same 
instance of movement this way, and for several attacks if 
you meet the movement requirements before each 
attack. 


RIDE TO WAR 


14th-level Path of the Saddlebrute feature 

Your thundering war fervor inspires those around you. 
Whenever you enter your rage, choose a number of 
creatures, other than you, up to your proficiency bonus. 
These creatures must be able to see or hear you. They 
immediately can use their reactions to move up to their 
speed and make one melee attack. They do not provoke 
opportunity attacks with this movement. 


OE — 


MOuNTED COMBAT VARIANT 

The Path of the Saddlebrute has strong benefits while the 
character is mounted on another creature (but the subclass 
still has powerful uses while the character is on foot.) 
Moreover, since the subclass makes use of a mount’s 
attacks, the DM can use the following variant for mounted 
combat in order to give you easier access to them. If your 
campaign sticks to the official rules for mounted combat, 
you can also add the following as a 3rd-level feature for the 
Path of the Saddlebrute. 

Mounted Combat. Your mount shares your initiative and 
acts during your turn. You control where it moves while 
mounting it, otherwise, it moves away from danger. While 
you are mounting it, the movement spent by your mount is 
also spent by you (you are allowed to spend more movement 
than your maximum speed this way.) On its turn, your mount 
takes the Dash action unless you use your bonus action to 
command it to take another action of your choice, including 
any attack on its stat block which is not a multiattack. 

Acquiring a Mount. This subclass does not give you 
automatic control over a mount. It assumes you and the DM 
will determine if and how you can acquire a mount within 
your setting, as well as you options if your mount ever gets 
lost or dies. Besides, the DM can rule that mounts cannot be 
used in certain situation (such as in a narrow cave or during 
a banquet), and they can ask for an Animal Handling check 
in order for you to successfully perform certain actions. 
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SUBCLASSES 


bo 


BARD: COLLEGE OF SCREAMS 


Mardu ragesingers have trained to use their voice as a 
deadly weapon. They do not use instruments to channel 
their magic, but their powerful booming voice instead. 
With a panoply of screams, these bards can magically 
damage and stun their enemies, and sometimes bolster 
their allies. With their hands free of ridiculous music 
instruments, they also yield real weapons and give 
death with both magic and steel. 


WAR SHRIEKER 


3rd-level College of Screams feature 
When you join the College of Screams at 3rd level, you 
can use your voice to channel your magic, leaving your 
hands free to hold weapons or other tools. You can use 
your voice as a spellcasting focus for your bard spells. 
When you cast a spell this way, you emit a scream 
audible from as far away as 300 feet. You can ignore 
somatic components of the spells you cast if you use 
your voice as a spellcasting focus. 

You also become proficient with shields and martial 
weapons. 


SCREAMS 


3rd-level College of Screams feature 

You can use your voice to shout powerful screams with 
various effects. When you gain this feature, you learn 
War Cry and another Scream Option of your choice (see 
“Scream Options” below). 

To use a Scream, you must spend your action and 
expend one use of your Bardic Inspiration. Unless 
specified otherwise, each Scream has the following 
features: 


e It affects all creatures in a 25-foot cone originating 
from you. 

e Affected creatures must make a Constitution saving 
throw against your Bard spell save DC or another 
specified DC. The effects of your Scream are 
reduced or cancelled on a successful save. 

e Creatures who cannot hear you automatically 
succeed on any saving throw imposed by a Scream. 

e Most Screams uses one or several roll of your Bardic 
Inspiration die, but still expend one single Bardic 
Inspiration. 


You gain two additional Scream options of your 
choice when you reach 6th and 14th level in this class. 
Most options also improve when you become a 14th- 
level bard. 


BATTLE CRY 

6th-level College of Screams feature 

If you use an action on your turn to use a Scream, you 
can make one weapon attack as a bonus action on the 
same turn. Alternatively, if you take the Attack action on 
your turn, you can use a Scream as a bonus action on 
the same turn. 


SUBCLASSES 


i) 
i) 
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INSPIRING SCREAMS 


14th-level College of Screams feature 

Your screams fill your allies with battle fervor. When 
you use a Scream, you can give a Bardic Inspiration die 
to a creature within 60 feet of you who can hear you, 
without expending another use of Bardic Inspiration. 


SCREAM OPTIONS 


The Screams feature lets you choose options for it at 
certain levels. At 3rd level, You automatically learn War 
Shout, as well as one additional option of your choice. 
You learn two additional options of your choice at 6th 
and 14th level. 

War Cry. Your powerful voice can deal deafening 
damage to your enemies. Each creature in the area of 
this Scream who failed the saving throw takes thunder 
damage equal to 3 rolls of your Bardic Inspiration die. A 
creature takes half as much damage on a successful 
save. 

After you reach 14th level, the damage becomes equal 
to 4 rolls of your Bardic Inspiration die. 

Absorbing Wail. You can absorb cries of pain to fuel 
your own power. Each creature in the area of this 
Scream who failed the saving throw takes thunder 
damage equal to 1 roll of your Bardic Inspiration die. A 
creature takes no damage on a successful save. If at 
least one creature failed the saving throw, you also 
regain as much hit points as the result of the damage 
roll +1 hit point per failing creatures beyond the first. 

After you reach 14th level, the damage becomes equal 
to 2 rolls of your Bardic Inspiration die. 

Exposing Yelp. This sharp cry shatters the confidence 
of those who hear it, and increases pain. Each creature 
in the area of this Scream must succeed on a 
Constitution saving throw against a DC equal to 8 + the 
result of a roll of your Bardic Inspiration die. Until the 
start of your next turn, each creature who failed this 
saving throw gets a vulnerability to piercing, slashing 
and bludgeoning damage. 

After you reach 14th level, the DC of the saving throw 
becomes 10 + the result of a roll of your Bardic 


Inspiration die. 


Foul Tongue Shriek. Black miasmas of draconic 
language can poison body and soul. Each creature in the 
area of this Scream who failed the saving throw takes 
an amount of necrotic damage equal to 2 rolls of your 
Bardic Inspiration die, and is poisoned until the end of 
your next turn. A creature poisoned this way also has all 
its speeds reduced by half. A creature takes half as 
much damage and is not poisoned on a successful save. 

After you reach 14th level, the damage becomes equal 
to 3 rolls of your Bardic Inspiration die. 

Haunting Howl. Your voice can instill fear even in the 
bravest hearts. Each creature in the area of this Scream 
who failed the saving throw takes thunder damage 
equal to 2 rolls of your Bardic Inspiration die, and is 
frightened of you until the end of your next turn. A 
creature frightened this way must immediately use its 
reaction (if it still has one) to move 10 feet away from 
you in a straight line, stopping before any obstacle. A 
creature takes half as much damage and is not 
frightened on a successful save. 

After you reach 14th level, the damage becomes equal 
to 3 rolls of your Bardic Inspiration die. 

Rage Song. With a rage-infusing chant, you force 
others to fight blindly. Each creature in the area of this 
Scream must succeed on a Constitution saving throw 
against a DC equal to 8 + the result of a roll of your 
Bardic Inspiration die. During their next turn, a creature 
who failed the saving throw must make a single weapon 
attack against the other closest creature it can see. The 
creature can move 10 feet prior to this attack. If no 
creature is eligible, the creature does nothing on its 
turn. A creature immune to the charmed condition is 
not affected by this Scream. 

After you reach 14th level, the DC of the saving throw 
becomes 10 + the result of a roll of your Bardic 
Inspiration die. 

Shattering Shout. Your scream can destroy walls and 
send your enemies flying. Each creature in the area of 
this Scream who failed the saving throw takes thunder 
damage equal to 2 rolls of your Bardic Inspiration die, 
and are pushed 10 feet away from you. A creature 
pushed this way also falls prone. A creature takes half 
as much damage and is not pushed away ona 
successful save. 

A nonmagical object that is not being worn or carried 
takes double the damage if it is in this Scream’s area. 

After you reach 14th level, the damage becomes equal 
to 3 rolls of your Bardic Inspiration die. 

Stunning Screech. With a sudden scream, you can 
daze your opponent’s mind. Each creature in the area of 
this Scream must succeed on a Constitution saving 
throw against a DC equal to 8 + the result of a roll of 
your Bardic Inspiration die. Until the start of your next 
turn, each creature who failed the saving throw is 
stunned. 

After you reach 14th level, the DC of the saving throw 
becomes 10 + the result of a roll of your Bardic 
Inspiration die. 
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CLERIC: DRAGON DOMAIN 


Either dominating or long gone, the dragons have 
always shaped the history and traditions of Tarkir. In 
every clan, there are many individuals who see dragons 
as gods. In other worlds too, cults and religions are 
created in the name of dragons, and lots of people, with 
awe or envy, admire their power. The clerics of the 
dragon domain worship a draconic divinity, or the 
dragons in general, in the hope to eventually reach a 
fraction of their might. 


DRAGON DOMAIN SPELLS 


Cleric Level Spells 


Ist Absorb Elements, Chromatic Orb 

3rd Dragon’s Breath, See Invisibility 

5th Fear, Fly 

7th Elemental Bane, Stoneskin 

9th Destructive Wave, Dominate Person 
DRAGON ACOLYTE 


1st-level Dragon Domain feature 

You can speak, read and write Draconic. You also learn 
one sorcerer cantrip of your choice, which becomes a 
cleric cantrip for you. 


SUBCLASSES 


DRACONIC BLESSING 


1st-level Dragon Domain feature 

Starting when you choose this domain at 1st level, you 
can express your affinity with the dragons you worship. 
When you gain this feature, choose one Pantheon table 
bellow. Whenever you finish a long rest, you can choose 
one of the five dragons from your chosen pantheon as 
your draconic blessing. Until you choose another 
draconic blessing during a long rest, you have the 
following abilities: 


e You have resistance to the damage type associated 
with your draconic blessing. 

e When you deal damage with a cleric spell, you can 
change its damage type with your draconic blessing’s 
damage type. 


BAHAMUT PANTHEON~ TIAMAT PANTHEON 


Dragon Damage Type Dragon Damage Type 
Brass Fire Black Acid 

Bronze Lightning Blue Lightning 
Copper Acid Green Poison 

Gold Fire Red Fire 

Silver Cold White Cold 


SARDIOR PANTHEON UGIN PANTHEON 


Dragon Damage Type Dragon Damage Type 
Amethyst — Force Atarka Fire 

Crystal Radiant Dromoka Radiant 
Emerald Psychic Kolaghan _ Lightning 
Sapphire = Thunder Ojutai Cold 

Topaz Necrotic Silumgar — Poison 


* 
=) 


SUBCLASSES 


_ 


or 


CHANNEL DIVINITY: BREATH WEAPON 


2nd-level Dragon Domain feature 
You can use your Channel Divinity to mimic the 
destructive breath of a dragon. 

As an action, you can exhale a wave of energy in a 20- 
foot cone originating from you with a damage type 
depending on your Dragon Blessing, as indicated in 
your pantheon table. Each creature in the area of your 
breath weapon must make a Dexterity saving throw. A 
creature takes damage equal 3d6 + your cleric level on a 
failed saving throw, and half as much damage on a 
successful one. 


CHANNEL DIVINITY: FRIGHTFUL PRESENCE 


6th-level Dragon Domain feature 

You can use your Channel Divinity to terrify your foes 
with a glimpse of the true power of dragons. 

As an action, you present your holy symbol and 
inspire fear to those around you. Each creature of your 
choice that is within 30 feet and aware of you must 
succeed on a Wisdom saving throw or become 
frightened for 1 minute. A creature can repeat the 
saving throw at the end of each of its turns, ending the 
effect on itself on a success. If a creature’s saving throw 
is successful or the effect ends for it, the creature is 
immune to your Frightful Presence for the next 24 
hours. 


POTENT SPELLCASTING 


Sth-level Dragon Domain feature 
You add your Wisdom modifier to the damage you deal 
with any cleric cantrip. 


ASPECT OF THE DRAGON 


17th-level Dragon Domain feature 

As an action, you can transform your body for 1 minute, 
and grow scales, a pair of wings, a tail and other 
draconic features reminiscent of your current draconic 
blessing. For the duration of the transformation, you 
have the following abilities: 


e You become one size larger. 

e You have immunity to the damage type associated 
with your draconic blessing. 

e You have a flying speed equal to your current 
walking speed. 

¢ Your AC becomes equal to 18 + your Dexterity 
modifier. 

e You can make unarmed attacks with your tail, which 
deals bludgeoning damage equal to 1d8 + your 
Strength modifier. You can make one tail attack as a 
bonus action on your turn. 

e You can use each of your channel divinity options 
once without expending a use of channel divinity. 

e The area of your breath weapon becomes a 40-foot 
cone. 


You can transform with this feature once, and you 
regain the ability to do so when you finish a long rest. 
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DRUID: CIRCLE OF WHISPERS 


The Circle of Whispers gathers Temur shamans able to 
communicate with ancient spirits, and thus obtain 
legendary wisdom and lore. They are called whisperers, 
and they are highly respected by the clan. The 
whisperers master a form of telepathy that can be heard 
no matter the distance, and they use it to assist the 
hunters or to confuse intruders. The most ancient 
whisperers are also able to use powerful divination 
magic and see events that have not happened yet, or are 
happening in a different reality. They call theses visions 
the Unwritten, and for some reasons, the Dragonlord 
Atarka fear this power. She will eat all whisperers 
before they see what should remain hidden. 
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AWARENESS 


2nd-level Circle of Whispers feature 

You gain proficiency in the Perception skill. If you are 
already proficient in it, you gain proficiency in one of the 
following skills instead: Arcana, History, Nature, or 
Religion. Regardless of the proficiency gained, your 
proficiency bonus is doubled for your Perception checks 
and for your Passive Perception score. 


WHISPERING THOUGHTS 


2nd-level Circle of Whispers feature 

You can speak telepathically to any creature you can 
see, even if it is through an object or with divination 
magic. Your telepathic whispers are in a language you 
know, and the creature understands you only if it knows 
that language. Your communication doesn’t give the 
creature the ability to respond to you telepathically. 


CIRCLE SPELLS 


2nd-level Circle of Whispers feature 

When you reach certain levels in this class, you gain 
access to typical spells of the whisperers. Once you gain 
access to a circle spell, you always have it prepared, and 
it doesn’t count against the number of spells you can 
prepare each day. If you gain access to a spell that 
doesn’t appear on the druid spell list, the spell is 
nonetheless a druid spell for you. 


CIRCLE OF WHISPERS SPELLS 
Druid Level _ Spells 


2nd Dissonant Whispers 

3rd Mind Spike, Silence 

5th Spirit Guardians, Clairvoyance 
7th Arcane eye, Divination 

9th Dream, Scrying 


COMMUNE WITH SPIRITS 


6th-level Circle of Whispers feature 

While meditating, you can contact the surrounding 
primordial spirits to obtain advice and prophecies. 
Whenever you finish a long rest, choose Past, Present 
or Future. Depending on your choice, you have the 
following benefits for 24 hours or until the end of your 
next long rest. Each option also improves when you 
reach 14th level in this class. 

Past. Choose Arcana, History, Nature or Religion. For 
the duration of this feature, you have advantage on 
Intelligence checks using the chosen skill. You can also 
immediately ask one single question to surrounding 
spirits, which answer as with the Speak with the Dead 
spell. 

At 14th level, you have advantage on each of Arcana, 
History, Nature and Religion ability checks, and you can 
ask three questions to surrounding spirits. 

Present. For the duration of this feature, you have 
blindsight with a range of 30 feet. 

At 14th level, you have truesight instead. 

Future. Roll one d20 and record the number rolled. 
For the duration of this feature, you can replace any 
attack roll, saving throw, or ability check made by you or 
a creature that you can see with the recorded number. 
You must choose to do so before the roll, and only once. 

At 14th level, you roll and record two numbers, and 
you can use each of them once. 


WHISPERS IN THE WIND 


10th-level Circle of Whispers feature 
The wind can carry your magic, no matter the distance. 
You can cast an enchantment or divination spell with a 
single target on any creature you can see, ignoring 
range. You can do so even if you see the creature by the 
mean of a divination spell, such as Clairvoyance or 
Scrying. 

Once you've cast a spell this way, you must finish a 
short or long rest before being able to do so again. 


SEE THE UNWRITTEN 


14th-level Circle of Whispers feature 

When you use Commune with Spirit, you can also see 
glimpses of things that have happened, have yet to 
happen, or are happening in another reality. When you 
use Commune with Spirit at the end of a long rest, you 
can immediately cast the Scrying spell without 
expending a spell slot or using material components. 
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When you cast Scrying this way, you can choose to look 
at your target during a different point in time. If you do 
so, your target makes its saving throw with advantage, 
and your spell automatically fails if the target does not 
exist in your plane of existence at the chosen point in 
time (for example, if you chose a point in the past and 
your target in not born yet). The point in time you can 
select depends on your choice of Past, Present or 
Future as part of the Commune with Spirit feature: 

Past. You can see your target at any time of your 
choice prior to the current time. You can use Whispers 
in the Wind, but your actions in the past have no 
influence on the present. 

Present. You can see your target in an alternate 
reality. The alternate reality happens at the same time 
as your current one, but a past event occurred 
differently than in your reality. You can specify the 
nature of that alternative, or let the DM choose. 

Future. You can see your target at any time of your 
choice posterior to the current time. Your DM chooses 
which possible future you see, and if possible, they must 
choose a future in which your target is still alive. 


FIGHTER: GHOSTFIRE WARRIOR 


The Ghostfire Warriors are of Jeskai tradition. They are 
agile and disciplined fighters trained to fight the most 
powerful foes. They can sustain spells and other 
frightening effects, such as a dragon’s breath, with 
impressive physical feats. These warriors also learn the 
secrets of ghostfire, an invisible flame which can be 
materialized into burning and inescapable blades. 


REFLEX 


3rd-level Ghostfire Warrior feature 
When you choose this archetype at 3rd level, you gain 
proficiency in Dexterity saving throws. 


GHOSTFIRE BLADE 


3rd-level Ghostfire Warrior feature 
You are able to materialize flickering blades made of 
ghostfire in your hands. 
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As a bonus action, you can conjure one or several 
ghostfire blades in free hands. Choose which weapons 
you create among: one longsword, one rapier, two 
scimitars or two shortswords. If you choose an option 
which allows you to create two weapons at once but 
only have one free hand, you create only one of these 
blades. 

A ghostfire blade has the same properties as the 
weapon it imitates, and has the following additional 
features: 


e It counts as magical for the purpose of overcoming 
resistance and immunity to non-magical damage. 

e It deals 1 extra fire damage, which ignores 
resistance and immunity to fire damage. 

e On your turn, you have advantage on attack rolls you 
make with a ghostfire blade if you created it on the 
same turn as the attack. 

e Any ghostfire blade disappears if you drop it, sheathe 
it, or if you take a rest. All your blades also disappear 
if you are incapacitated. 


You can use this feature a number of time equal to 
your proficiency bonus, and you regain all expended 
uses when you finish a long rest. 


BACKFIRE 


7th-level Ghostfire Warrior feature 

You can quickly react to the most dangerous attacks 
and respond with vengeful blows. If a creature forces 
you to make a Strength, Constitution or Dexterity saving 
throw, whether you fail or succeed, you can afterward 
use your reaction to move up to your speed and make a 
single weapon attack targeting that creature. While 
moving this way, you ignore difficult terrain and do not 
trigger opportunity attacks. 


WARRIOR’S EVASION 


10th-level Ghostfire Warrior feature 

You have mastered the act of evading the most 
powerfull abilities. When you are subjected to an effect 
that allows you to make a Strength, Constitution or 
Dexterity saving throw to take only half damage, you 
instead take no damage if you succeed on the saving 
throw. 


REACTIVE MIND 


15th-level Ghostfire Warrior feature 

Your Backfire and Warrior’s Evasion features now also 
apply to Intelligence, Wisdom and Charisma saving 
throws. 


GHOSTFIRE MASTERY 


18th-level Ghostfire Warrior feature 

You have learnt to wield the true power of ghostfire. The 

extra fire damage of your ghostfire blades becomes 10. 
You also learn the Ghostfire spell. You can cast 

Ghostfire twice, and you regain all expended uses when 

you finish a long rest. 


MONK: WAY OF THE PEARL 


This Jeskai tradition forms monks able to create dozens 
of tiny white pearls by focusing their ki and mind into 
the solidification of air. They use them defensively as 
well as offensively in combat, and when a master of 
pearls fights, the battleground is quickly covered with 
hundreds of pearls, looking like a layer of snow. The 
pearls are often picked up by onlookers afterward, but 
they evaporate after some time, leaving nothing behind. 


PEARL CREATION 


3rd-level Way of the Pearl feature 

You’ve learnt how to create tiny flawless pearls from 
thin air and launch them at your opponents. Afterwards, 
The pearls stay on the ground, shaping the battlefield 
with areas of slippery tiny balls. They disappear after 1 
minute, and have no market value. 

When you take the Attack action on your turn, you 
can spend 1 ki point and replace one of the attacks with 
the creation of an area of pearls. It is shaped as a 15- 
foot square centered on a point on the ground you can 
see within 30 feet. Each creature other than yourself in 
this area when it appears must succeed on a Dexterity 
saving throw against your Ki save DC or take 
bludgeoning damage equal to one roll of your martial art 
die + your Wisdom modifier and fall prone. 

The areas of pearls you create stay on the ground for 
1 minute or until you make them disappear (no action 
required), and each area has the following effects : 


e It is considered as difficult terrain, except for you. 

e Acreature other than yourself that enters the area or 
ends its turn there must succeed on a Dexterity 
saving throw against your Ki save DC or fall prone. 


PEARL SLIDE 


6th-level Way of the Pearl feature 

You can slide on the pearls you make, achieving great 
speed and perfect balance. Once on each of your turn, if 
you start your turn or enter an area of pearls created by 
you, you can gain the following benefits until the end of 
your current turn: 


e Your speed increases by 15 feet. 

e You can enter any creature’s space, but you cannot 
end your turn there. 

e You ignore difficult terrain. 

e You don’t provoke opportunity attacks. 


MASTER OF PEARLS 


11th-level Way of the Pear! feature 

You can use your pearls to disrupt creatures attacking 
you. If you are hit by an attack, you can use your 
reaction and spend 1 to 5 ki points to gain a bonus to 
your AC equal to the number of ki points spent, 
eventually turning a hit into a miss. Additionally, you 
create an area of pearls shaped as a 15-foot square 
centered on yourself, as with the Pearl Creation feature. 


Each creature other than yourself in this area must 
immediately succeed on a Dexterity saving throw 
against your Ki save DC or take bludgeoning damage 
equal to one roll of your martial art die + your Wisdom 
modifier and fall prone. 


LAsT ONE STANDING 


17th-level Way of the Pearl feature 

You cannot fall unwillingly prone. Additionally, once per 
turn, if you hit a prone creature with an attack, you can 
spend 1 ki point to score a critical hit instead. 
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PALADIN: OATH OF THE KIN-TREE 


The Oath of the Kin-Tree was one the most resilient 
tradition of the Abzan, before the dragons took over. 
Those who took the oath pledged themselves to be the 
protector of the ancestral Kin-Trees, which sheltered 
the spirit of the deceased in its sacred amber. Each 
family had a Kin-Tree and were served by one or several 
paladins whose task was to guard the tree. The paladins 
of the Kin-Tree were able to call forth the spirits which 
rested inside, for advices or assistance in battle. These 
guardians were not confined to the garden of the Kin- 
Tree, and could carry with them a piece of amber which 
contains an ancestor spirit they could rely on for their 
mission. While the Abzan were taught that the tradition 
of the Kin-Tree was duty and honor, others like 
Dromoka saw it as nothing more than vile necromancy. 
In other settings than Tarkir, you can still choose the 
oath of the Kin-Tree, by introducing that tradition in 
your world. You can also reflavor it in order to match 
your setting, and rename it Oath of Legacy. Those 
options are available to you at the DM’s discretion. 
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TENETS OF THE KIN-TREE 


The Kin-Tree tradition emphasizes family bonds, 
rememberance of the past and duty beyond death. 
Strength in Familly. Rely on and help those you can 
trust with your life, who share your lineage, but not 
necessary your blood. Numbers make your strength. 
Preserve the Past. The ancients possess wisdom 
transmitted for hundreds of generations, and you cannot 
let it be lost in death. Traditions will never be forgotten. 
Serve Forever. A family must be like a tree in order to 
prosper. Solid roots, a standing trunk and reaching 
branches. All generations must perform their tasks and 
be prepared to join the amber when the time has come. 


SACRED AMBER 


3rd-level Oath of the Kin-Tree feature 

When you take this oath, you receive a new holy symbol 
made of amber and that contains an Ancestor Spirit. 
This holy symbol has the appearance of your choice, 
like a stone or an amulet, and works in the same way as 
other holy symbols. The spirit contained inside is one of 
your deceased ancestor, and can help you when you use 
one of your Channel Divinity options. You can also 
converse telepathically with your ancestor whenever 
you want, but it cannot make ability checks, and you 
cannot make checks against it. It only knows what it 
knew in life, and you can choose its traits and flaws 
when you gain this feature. 

If your holy symbol is lost or destroyed, the spirit goes 
back inside your Kin-Tree, and you cannot use any of 
your Channel Divinity options again until you claim 
another piece of amber from that same tree. 


OATH SPELLS 


3rd-level Oath of the Kin-Tree feature 

You gain oath spells at the paladin levels listed in the 
Oath of the Kin-Tree Spells table. See the Sacred Oath 
class feature for how oath spells work. 


OATH OF THE KIN-TREE SPELLS 


Paladin Level Spells 
3rd Bane, Ensnaring Strike 
5th Healing Spirit, Barkskin 
9th Spirit Guardians, Speak with Dead 
13th Conjure Woodland Beings, Guardian of Faith 
17th Dawn, Tree Stride 


CHANNEL DIVINITY 


3rd-level Oath of the Kin-Tree feature 

You gain the following two Channel Divinity options. 
See the Sacred Oath feature for how Channel Divinity 
works. 

Knowledge of the Ancestors. As a bonus action, you 
can use your Channel Divinity to get advices and pieces 
of knowledge from the ancestor spirit sheltered in your 
holy symbol. You gain one skill or tool proficiency of 
your choice that you lack. You have this proficiency for 
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24 hours or until you use this Channel Divinity option 
again. 

Spirit Convocation. You can use your Channel 
Divinity to momentarily free your ancestor spirit from 
the amber of your holy symbol, in order to fight 
alongside you. As an action, you call forth your ancestor 
spirit which appears in an unoccupied space within 5 
feet of you. The Ancestor Spirit uses the following stat 
block, which uses your proficiency bonus (PB). The 
Ancestor Spirit is an ally to you and your companions. 
In combat, it shares your initiative count, but it takes its 
turn immediately after yours. It obeys your telepathic or 
verbal commands (no action required by you). If you 
don’t issue any, it takes the Dodge action and uses its 
move to avoid danger. The Ancestor Spirit disappears 
back into your holy symbol when it drops to 0 hit points, 
1 minute after you summoned it, or if you dismiss it as a 
bonus action. 


| Armor Class 14 + PB (scale mail, shield) 


ANCESTOR SPIRIT 


STR DEX CON INT WIS CHA 
14 (+2) 11 (40) 12(41) 14(42) 14 (42) 10 (40) 
a ee 


_ Damage Resistance bludgeoning, piercing and slashing from 


nonmagical attacks 

Damage Immunities radiant, poison 

Condition Immunities exhaustion, grappled, paralyzed, 
petrified, poisoned, restrained, unconscious 

Senses passive Perception 12 

Languages understand the languages you speak. You can also 
speak telepathically to it if it is within 100 feet of you, but it 
can’t speak or respond while in combat. 


| Challenge — 


Be 


_ Incorporeal Movement. The spirit can move through other 
' creatures and objects as if they were difficult terrain. It takes 


1d10 force damage if it ends its turn inside an object. 


ACTIONS 


Ghostly Weapon. Melee Weapon Attack: your spell attack 
modifier to hit, reach 5ft., one target. Hit: 1d8 + 2 + PB radiant 
_ damage. 


AURA OF KINSHIP 


7th-level Oath of the Kin-Tree feature 
You emit an aura of bonding and mutual protection 
around you while you aren’t incapacitated. When you or 
any allied creature within 10 feet of you takes damage, 
any other creature in the same aura can use its reaction 
to reduce the damage by 1d4. Several instances of 
damage reduction from different creatures can be used 
at once and are cumulative. 

At 18th level, the range of this aura increases to 30 
feet. 


FAMILIAL TACTICS 


15th-level Oath of the Kin-Tree feature 

You have advantage on attack rolls against a creature if 
at least one of your allies is within 5 feet of the creature 
and the ally isn’t incapacitated. 


CALL OF THE KIN-TREE 


20th-level Oath of the Kin-Tree feature 
All of your ancestors have decided to entrust their spirit 
to you, and they can assist you in battle. As a bonus 
action, you can convoke up to six Ancestor Spirits in 
unoccupied spaces within 10 feet of you. Each of them 
behaves independently and in the same way as in your 
Channel Divinity option. 

Once you use this bonus action, you can’t use it again 
until you finish a long rest. 
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RANGER: INFALLIBLE 


Under the tyranny of the Sultai, the living have to prove 


to be useful, loyal and worth of the resources they 
consume. Otherwise, A Sultai administrator will be 
quick to kill their subordinate and raise them as 
obedient and easy-to-maintain sibsigs. The soldiers are 
no exception, so a particular branch of elite Sultai 
warriors, called the Infallibles, have become masters of 
avoiding their own death at the hand of their enemies or 
masters. With a combination of martial and magical 
talents, they use every skill at their disposal to avoid 
failure and come back to their patron with only success 
to report. The Infallibles are known to be efficient 
dragon killers, fearing nothing more than undeath. 


INFALLIBLE MAGIC 


3rd-level Infallible feature 

You learn an additional spell when you reach certain 
levels in this class, as shown in the Infallible Spells 
table. Each spell counts as a ranger spell for you, but it 


doesn’t count against the number of ranger spells you 
know. 


INFALLIBLE SPELLS 


Ranger Level Spell 
3rd False Life 
5th Web 
9th Morph 
13th Death Ward 
17th Hold Monster 


ARMORED AND DANGEROUS 

3rd-level Infallible feature 

You have learned to fulfill stealthy missions while being 
protected by armor. You gain proficiency with heavy 


armor, and armors don’t impose disadvantage on your 
Stealth checks. 
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REFUSE TO FAIL 


3rd-level Infallible feature 

Your focus increases when your prey threatens to run 
away or defeat you. Creatures provoke opportunity 
attacks from you even if they take the Disengage action. 
Additionaly, as long as you have less than half you 
maximum hit points left, you are immune to the 
frightened condition, and you make the first attack roll 
on each turn with advantage. 


DEATH CAN WAIT 


7th-level Infallible feature 

You make death saving throws with advantage. 
Additionaly, if you are stabilized while at 0 hit point, you 
can immediately expend and roll one of your hit die to 
regain hit points equal to the result + your Constitution 
modifier, and therefore regain consciousness. 


RAGING DETERMINATION 


11th-level Infallible feature 

After you took damage from a hostile creature, if you 
have then less than half your hit points left, you can use 
your reaction to enter a frenzied state and ensure your 
victory. For 1 minute or until you fall to 0 hit points, you 
have the following benefits: 


e You have resistance to all damage. 

e Your speed increases by 10 feet. 

e Your attacks deal extra damage equal to your 
proficiency bonus. 


Once you used this reaction, you can’t use it again 
until you finish a long rest. 


Last CHANCE 

15th-level Infallible feature 

If you fail a saving throw, you can choose to succeed 
instead. You must finish a short or long rest before 
using this feature again. 


ROGUE: MOCKER 


In Tarkir, the rogues who follow the mocker path are 
called the Kaisham wanderers. They are mostly Jeskai 
efreets who studied among the Kaisham school, a 
controversial class that teaches its students to trick and 
frantically mock others. Their genuine goal is to let 
others reconsider their beliefs and convictions, and 
eventually solidify their path toward enlightenment, as 
they will be able to discern their bias from the truth. But 
in practice, some Kaisham wanderers have pushed the 
joke too far, and their deeds were not different from 
cruel harassment, hence the grim reputation of the 
school. 

The infamous reputation of Kaisham managed to 
cross the Jeskai borders, as the wanderers where sent 
to destabilize the chain of command of other clans. The 
mockers proved to be nearly as efficient as assassins to 
neutralise a target or demoralize troops, and without 
shedding a single drop of blood. Under Ojutai rule, 
however, the Kaisham school never saw the light of day, 
because its founder thought it was a good idea to 
include dragons among the potential victims of 
mockery. 


VICIOUS MOCKERY CANTRIP 


3rd-level Mocker feature 
You know the Vicious Mockery cantrip. Charisma is 
your spellcasting ability for it. 


CRUEL MOCKERY 


3rd-level Mocker feature 

When you cast Vicious Mockery on a creature with an 
Intelligence of 5 or more, the cantrip have the following 
additional effects: 


e Ifthe target fails its saving throw, you can choose to 
concentrate on Vicious Mockery for 1 minute or until 
you loose concentration. If you do, the target is 
considered affected by Vicious Mockery and has 
disadvantage on all attack rolls for the duration of 
your concentration. 

e While a creature is affected by Vicious Mockery, you 
can use Sneak Attack against it unless you have 
disadvantage on the attack roll. 

e When acreature you can see within 30 feet of you, 
affected by Vicious Mockery, fails an attack roll or 
falls prone, you can use your reaction to force it to 
make a Wisdom saving throw against a DC of 8 + 
your proficiency bonus + your Charisma Modifier. If 
it fails, it takes psychic damage equal to a roll of your 
Sneak Attack damage. 


DECEITFUL OBSERVATION 


9th-level Mocker feature 

With cunning observation, you can determine what 
make others tick. If you spend at least 1 minute 
observing or interacting with a creature outside of 
combat, for the next hour, or until you use this feature 


on another creature, this creatures has disadvantage on 
all Wisdom saving throws you impose on it. For the 
same duration, you also have advantage on the first 
Charisma ability check you make to influence it. 


OVERWHELMING SCORN 


13th-level Mocker feature 

When you deal your Sneak Attack damage to a creature 
with an Intelligence of 5 or greater, you can force it to 
make a Wisdom saving throw against a DC of 8 + your 
proficiency bonus + your Charisma Modifier. If it fails, it 
is incapacitated until the start of your next turn. You can 
use this feature a number of time equal to your 
proficiency bonus, and you regain all expended uses 
when you finish a long rest. 


MASTER TRICKSTER 


17th-level Mocker feature 
You can now target up to six creatures within range of 
the Vicious Mockery cantrip when you cast it. If you 
choose to concentrate on it, all creatures who failed the 
saving throw are now affected by Vicious Mockery as 
long as you maintain your concentration. 

Additionally, you have one extra reaction between 
each of your turns, if at least one of your reactions is 
used as part of your Cruel Mockery feature. 
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SORCERER: ICE AND FIRE 


The Temur clan dwells in a tumultuous land where ice 
and fire meet in a regular fashion. Hundreds of snowy 
volcanoes erupt while the lava flows into frozen ravines. 
Dragons rain fire and set the tundra ablaze. Humanoids 
gather ice and light bonfires to build their camp and 
protect themselves. In such a land, the elemental magic 
of fire and ice is strong, and many sorcerers have been 
gifted with the control of both energies. These 
individuals are quite dangerous, and may be either 
adored or outcasted by their kin. 


IcE AND FIRE MAGIC 


1st-level Ice and Fire feature 

You learn an additional spell when you reach certain 
levels in this class, as shown on the Ice and Fire table. 
Each of these spells counts as a sorcerer spell for you, 
but it doesn’t count against the number of sorcerer 
spells you know. 


ICE AND FIRE SPELLS 


Sorcerer Level Spells 


Ist Chromatic Orb (cold or fire only) 

3rd Dragon’s Breath (cold or fire only) 

5th Elemental Weapon (cold or fire only) 

7th Elemental Bane (cold or fire only) 

9th Conjure Elemental (ice or fire elementals only) 


LAVA AND SNOW 


1st-level Ice and Fire feature 
You can choose to unleash ice or fire at your opponents 
and adapt your magic to the flow of battle. When your 
turn ends, you can adopt one of two forms: Hot or Cold. 
You adopt the Cold form if you cast a spell of 1st-level or 
higher on your turn that can deal cold damage. You 
adopt the Hot form if you cast a spell of 1st-level or 
higher on your turn that can deal fire damage. If you 
meet both requirements on a single turn (for instance if 
you cast one of your Ice and Fire spell), you adopt both 
forms at the end of your turn. Once you've adopted a 
form, it lasts until the end of your next turn. As you 
adopt it and for its duration, each form gives you the 
following benefits: 

Cold. You have resistance to fire damage, and you 
gain a number of temporary hit points equal to 1d6 + 


your Charisma modifier. 

Hot. You have resistance to cold damage, and the first 
time you deal damage to a creature, you deal extra fire 
damage to it equal to 1d6 + your Charisma modifier. 


PRIMORDIAL SUMMONING 


6th-level Ice and Fire feature 

The elementals of magma and ice answer to you. As an 
action, you can spend sorcery points to conjure certain 
creatures, who appear in empty spaces within 10 feet 
you. Each creature dies when it drops to O hit point or 
after 1 minute. 

Each creature is an ally to you and your companions. 
In combat, the creature shares your initiative count, but 
it takes its turn immediately after yours. It obeys your 
verbal commands (no action required by you). If you 
don’t issue any, it takes the Dodge action and uses its 
move to avoid danger. 

You must be in Hot or Cold form in order to use this 
action. The creatures you can conjure depend on the 
form you are in. Each creature also requires a certain 
number of sorcery points to be summoned. You can 
summon several creatures at once by spending the total 
of required sorcery points, but you cannot spend more 
sorcery points than your proficiency bonus this way. 
Required form and sorcery points for each creature are 
indicated in the following table. 


PRIMORDIAL SUMMONING 


Form Creature Sorcery Points 

Cold 

Ice Mephit ] 

Lesser Ice Elemental Z 

Ice Elemental 4 
Hot 

Magma Mephit ] 

Lesser Magma Elemental 2 

Magma Elemental 4 


Once you have used this feature, you cannot use it 
again until you finish a short or long rest. 


COLD BURN 


14th-level Ice and Fire feature 

When you alternate between your two forms, the 
elements interact with each other to create powerful 
effect. While you are in Cold or Hot form, and you deal 
damage of the opposite type, you can impose a saving 
throw on a number of damaged creatures by spending 1 
sorcery point for each one. 

Cold. If you deal fire damage to a creature, you can 
spend 1 sorcery point to make it roll a Constitution 
saving throw against your spell save DC. On a failed 
save, the creature is poisoned and suffer 1d12 fire 
damage at the start of each of its turns for 1 minute. It 
can repeat the saving throw at the end of each of its 
turn, ending the effects on itself on a success. 

Hot. If you deal cold damage to a creature, you can 
spend 1 sorcery point to make it roll a Constitution 
saving throw against your spell save DC. On a failed 
save, the creature is petrified for 1 minute. It can repeat 
the saving throw at the end of each of its turn, ending 
the effect on itself on a success. 


Art By Kev WALKER 


VOLCANIC ERUPTION 


18th-level Ice and Fire feature 

You can now combine ice and fire in a single 
devastating spell. As an action on your turn, you can 
cast two spells of 1st-level or more at once if they both 
have a casting time of 1 action, and if one spell can deal 
cold damage, and the other fire damage. To do so, you 
must expend two spell slots, one for each spell, of 
appropriate levels. Combine both spells’ effects by 
resolving one after the other. You cannot use 
metamagic options when you cast spells this way. 
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WARLOCK: THE GREEDY ONE 


The Sultai clan is believed to be the oldest of Tarkir, as 


it was founded at the beginning of history when 
ambitious humanoids stroke a deal with powerful 
rakshasas. In exchange for the power to raise undead 
and dominate others, the feline demons just asked for 
gold and souls. The clan still stand on these wicked 
foundations, and the clan’s warlocks have always had 
the task to gather riches for the insatiable rakshasas, 
gaining powerful magic in return. Most people believe 
that the rakshasas are the true masters of the Sultai, 
exploiting the greed of humanoids while fueling their 
own. Silumgar believed that too, but he wanted power 
for himself alone. He used the very same method to 
exploit humanoids and patronize warlocks in order to 
gather both a gigantic hoard of riches and an army of 
undeads. 


In Tarkir, a warlock with the Greedy One as a patron 
may have made a pact with a powerful rakshasas or 
Silumgar himself. In other settings, there should be no 
lack of divine entities with a greed for gold and souls, 
but the most obvious ones are Mammon or Tiamat. 


EXPANDED SPELL LIST 


1st-level Greedy One feature 

The Greedy One lets you choose from an expanded list 
of spells when you learn a warlock spell. The following 
spells are added to the warlock spell list for you. 


GREEDY ONE EXPANDED SPELLS 
Spell Level Spells 


Ist Identify, Tenser’s Floating Disk 
2nd Arcane Lock, Locate Object 
3rd Animate Dead, Glyph of Warding 
4th Fabricate, Leomund’s Secret Chest 
5th Geas, Raise Dead 

SOUL COIN 


1st-level Greedy One feature 

You have the ability to trap a creature’s soul into a coin 
when you kill it, and then sending the soul coin to your 
patron in exchange of more power. 

When you reduce a hostile creature to 0 hit point and 
it subsequently dies, you can create one soul coin by 
expending one Gold Piece. The soul coin appears on 
your person. It looks like a coin or a gem but is visually 
distinctive from a normal one. You can create only one 
soul coin in a single turn. You can have a maximum 
number of soul coins equal to your proficiency bonus, 
and you can’t create one while at your maximum. 

When you use a soul coin with one of your features, it 
is expended and disappears to be magicaly sent to your 
patron. You can use soul coins in the following ways: 


e You can expend a soul coin instead of expending a 
spell slot when casting a Warlock spell. The spell is 
cast at the level of your Warlock spell slots. You must 
finish a short or long rest before being able to 
expend a soul coin this way again. 

e When you cast a spell requiring costly material 
components, your can expend soul coins to reduce 
the price of the required components by 100 GP per 
soul coin. If the price falls to O or less, you need only 
the soul coins as material components. 


VILLAINOUS STORE 


6th-level Greedy One feature 

You can appeal to your patron’s greed for soul coins and 
ask for a powerful item in exchange. As part of a long 
rest, you can expend two soul coins and roll a percentile 
die. Refer to the following tables to determine what you 
get based on the result. If you get to roll on a Magic Item 
Table, roll another percentile dice and refer to the DM 
and the Random Magic Items Tables from the Dungeon 
Master’s Guide. 
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2 SOUL 


COINS (6TH LEVEL) 


If you get anything, the item appears next to you at the 
end of the current long rest, and you cannot use this 


d100 Reward ; ; j 
01-05 Nothing feature again for 1d4 days. If you get nothing, you still 
Doe omeN cern or aro sjacticortingtTO0IGE expend the soul coins, but you can use this feature again 
26-50 Roll once on Magic Item Table A as soon as your next long rest. ; : 
51-99. seiieace cviNeeic itera Table B At 10th level, you can spend up to 3 soul coins with 
Nee Rellodeacal eel ean Eee this feature, and up to 4 soul coins at 14th level, rolling 
on the table corresponding to the number of soul coins 
3 SOUL COINS (10TH LEVEL) you'spent. 
d100 Reward KILL STEAL 
01-05 Nothing 10th-level Greedy One feature 
06-25 A gem or art object costing 500 GP You try to get the killing blow on your enemies in order 
26-50 Roll once on Magic Item Table C to claim their soul. When a creature you can see within 
51-99 Roll once on Magic Item Table F 60 feet of you is dealt damage by another source than 
00 Roll once on Magic Item Table G you, you can use your Reaction to make a weapon 
A SOUL COINS (1 ATH LEVEL) attack or cast a spell with a casting time of one action, 
targeting the damaged creature. If you cast a spell this 
d100 Reward way, it must be a spell including one or several attacks 
01-05 Nothing and all attacks must target the damaged creature. 
06-25 Agem or art object costing 1000 GP Once you use this feature, you can’t use it again until 


26-50 Roll once on Magic Item Table D you finish a short or long rest. 
51-99 Roll once on Magic Item Table G 
00 ~— Roll once on Magic Item Table H POWER OF RICHES 


14th-level Greedy One feature 


If you gain a spell scroll, you choose the inscribed 
spell. If you get a weapon or piece of ammunition, you 
choose its type. If you get a gem or art object, the DM 


You can wield more power if you can pay the price. At 
any time, you can expend 1, 2, 3 or 4 soul coins in order 
to regain the use of your Mystical Arcanum of 6th, 7th, 


choose which form it has. 
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8th or 9th level, respectively. 
Once you use this feature, you can’t use it again until 
you finish a short or long rest. 


WIZARD: SANDCRAFTING 


Sandcrafting is an old magical tradition brought to the 
Abzan by the ainoks. At first it was used to hide 
encampments and travelling parties, but the Abzan 
quickly weaponized it to serve in their wars. Controlling 
sand and being able to use it as a weapon or a shield is 
an obvious advantage in a desertic environment. The 
fact that Sandcrafting is taught in every Abzan school 
may be the main reason why the clan is so resilient, and 
its cities renowned to be impregnable. 


SAND PROFICIENCY 


2nd-level Sandcrafting feature 
You can naturally control and shape the sand around 
you. As a bonus action, you can create a Tiny shape or 
figure made with the sand surrounding you, in a space 
you can see within 120 feet of you. The figure you create 
can be as detailed as you want it to be, but it is friable 
and cannot be held by another creature than you. 
Alternatively you can draw texts or shapes fitting in a 
20-foot square of sand. The shapes or figures you create 
this way disappear after 1 hour. 

Additionally, you ignore difficult terrain involving 
sand, and you automatically succeed on saving throws 
against environmental hazards involving sand. 


SAND SPELLS 


2nd-level Sandcrafting feature 

You can craft your spells by using sand, achieving 
powerful effects if you can exploit the power of the 
ground you stand on. When you cast a Wizard spell, for 
this casting, you can choose to modify the spell in the 
following ways: 


e Ifthe spell can deal damage, all its damage type 
become bludgeoning damage. 

e Ifthe spell imposes one or several saving throws, 
they become Constitution saving throws. 

e You can choose any number of creatures to have an 
advantage on saving throws imposed by the spell. 


Additionally, if you modify a spell this way, and you 
are standing on a ground made of sand or dirt, you can 
add one of the following effects to the spell: 


e Creatures have disadvantage on saving throws 
imposed by the spell. 

e You have advantage on attacks included in the spells. 

e Acreature of your choice within 30 feet of you gains 
temporary hit points equal to twice the spell’s level. 
These temporary hit points last for 1 minute. 


You can modify a spell this way a number of times 
equal to your Intelligence modifier, and you regain all 
expended uses when you finish a long rest. 


SAND STORM 


6th-level Sandcrafting feature 

You can create a sand storm to blind and slow your 
enemies while conjuring sand, allowing you to sandcraft 
your spells afterwise. As an action, you create a sand 
storm in a 20-foot radius sphere centered on yourself. 
Each creature except yourself in the sphere when it 
appears must make a Constitution saving throw against 
your spell save DC. On a failed save, a creature is 
blinded until the end of your next turn. You can choose 
any number of creatures to have an advantage on this 
saving throw. 

Afterwise, a layer of sand is formed on the ground in 
the area of the storm. This area is now considered as 
difficult terrain made of sand, usable to craft your Sand 
Spells. Any layer of sand previously created by you 
disappears when you use this feature again. 

Once you use this feature, you cannot use it again 
until you finish a short or long rest. 


SAND ARMOR 


10th-level Sandcrafting feature 

Sand always protects you in combat situation. Add half 
your Intelligence modifier to your AC while you are not 
surprised or incapacitated (rounded up, with a 
minimum of 1). 


GREATER SAND STORM 


14th-level Sandcrafting feature 

Your Sand Storm now covers a 30-foot sphere centered 
on yourself, and deals 10d4 bludgeoning damage to the 
creatures who failed the saving throw. 


SUBCLASSES 
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ARTIFICER : VIAL SMASHER 


The vials of dragonfire where invented by a genius 
artificer, a human from the Jeskai clan. He managed to 
capture the breath of dragons into oblong flasks of 
glass, ready to be launched and spill their contents onto 
unsuspecting victims. And it was only one of his most 
deadly inventions. Sadly, his genius was also his doom, 
as his reputation reached the Mardu, who managed to 
kidnap the artificer. They made him create weapons for 
the clan and coerced him to share his secrets to its most 
crafty members. The fate of the Jeskai artificer is 
unknown, but some Mardu warriors now craft and wield 
the dreaded vials of dragonfire. 
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TOOL PROFICIENCY ° 


3rd-level Vial Smasher feature 

You gain proficiency with alchemist’s supplies. If you 
already have this proficiency, you gain proficiency with 
one other type of artisan’s tools of your choice. 


VIAL SMASHER SPELLS 


3rd-level Vial Smasher feature 

You always have certain spells prepared after you reach 
particular levels in this class, as shown in the 
Vialsmasher Spells table. These spells count as artificer 
spells for you, but they don’t count against the number 
of artificer spells you prepare. 


VIALSMASHER SPELLS 
Artificer Level Spells 


3rd Chromatic Orb, Cause Fear 

5th Dragon’s Breath, Hold Person 
9th Fear, Melf’s Minute Meteor 
13th Blight, Locate Creature 

17th Dominate Person, Hold Monster 


VIALS OF DRAGONFIRE 


3rd-level Vial Smasher feature 

You can magically create your signature Vials of 
Dragonfire with alchemist’s supplies or tinker’s tools. 
When you finish a long rest, you can create a number of 
Vials of Dragonfire up to your proficiency bonus, 
provided you have the required tools on your person. 
You can have a maximum of Vials of Dragonfire equal to 
your proficiency bonus. If you create new vials and 
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exceed your maximum, the oldest ones are harmlessly 
destroyed. 

When you create a Vial of Dragonfire, you choose its 
damage type among: acid, cold, fire, lightning, or poison. 

You can use a Vial of Dragonfire you carry by 
launching it as an action, at a point you can see within 
60 feet of you. Each creature within 15 feet of the point 
of impact must make a Dexterity saving throw against 
your spell save DC. A creature who fails the saving 
throw takes 2d6 + your Intelligence modifier (minimum 
1) damage of the vial’s damage type, and half as much 
damage on a successful save. The Vial of Dragonfire is 
destroyed when it lands. 

The damage dice of your Vials of Dragonfire increase 
to 3d6 when you reach 9th level in this class, and 4d6 
when you reach 15th level. 


REACTIVE CRAFTING 


5th-level Vial Smasher feature 

You can absorb the elements meant to harm you and 
create more Vials of Dragonfire. When you take acid, 
cold, fire, lightning or poison damage, you can use your 
reaction to reduce that damage by your proficiency 
bonus. If you do, you can also immediately create a Vial 
of Dragonfire of the same damage type. You must be 
holding the required tool, or have a free hand and easy 
access to it, in order to create a Vial of Dragonfire this 
way. Afterwise, if you have more Vials of Dragonfire 
than your maximum, the oldest one is harmlessly 
destroyed. 


FALLOUT 


9th-level Vial Smasher feature 
The mixture inside your Vials of Dragonfire becomes so 
potent that it can linger in the battlefield after the 
explosion. After you throw one of your Vials of 
Dragonfire, you can choose to let an area of the same 
damage type stay on the ground, with the same size as 
the blast. This area becomes difficult terrain for the 
duration, and whenever a creature enters it for the first 
time on a turn or ends its turn there, it must make a 
Constitution saving throw against your spell save DC. A 
creature who fails the saving throw takes the same 
amount and type of damage as the destroyed Vial of 
Dragonfire, or half as much on a successful save. A 
creature who has resistance or immunity to the area’s 
damage type ignore the difficult terrain. 

An area created this way disappears after 1 minute, 
or after you create a new one with this feature. 


ELEMENT MASTERY 


15th-level Vial Smasher feature 

You can now imitate all kinds of dragon’s breaths and 
handle a vast range of different elements. You can 
create Vials of Dragonfire and use Reactive Crafting 
with these new damage types: force, necrotic, psychic, 
radiant, and thunder. 


APPENDIX: SPELLS & 
MONSTERS SIBSIG 


_ Medium undead, lawful evil 


t 


Sa 
GHOSTFIRE Armor Class 10 
6th-level evocation Hit Points 29 (4d8 + 12) 


Casting Time: 1 action Speed 25ft. | 


Range: Self (15-foot cone) 

Components: S 

Duration: Instantaneous | 
Classes: Wizard, Warlock 


STR DEX CON INT WIS CHA 
(Ea Ee IGS) ei Cal Sie 


Saving Throws Wis +1 

You cast a sheet of invisible flames in front of you that Damage Immunities poison 

cannot be escaped. Each creature in a 15-foot cone _ Condition Immunities poisoned 

originating from you takes 5d8 fire damage. This Senses darkvision 60 ft., passive Perception 9 

damage ignores immunity and resistance to fire Languages understands the languages it knew in life but can’t | 
speak 

SESS: Challenge 1/2 (100 XP) | 

At Higher Levels. When you cast this spell using a 
spell slot of 7th level or higher, the damage increases by | 


1d8 for each slot above the 6th. | ACTIONS 

MorPH Multiattack. The sibsig makes two attacks; one with its slam 

3rd-level transmutation _ and one with its bite. 

Casting Time: 1 action Slam. Melee Weapon Attack: +3 to hit, reach 5ft., one target. Hit 

Range: Touch 4 (1d6 + 1) bludgeoning damage | 

Components: V, S, M (a scale or a feather from an : 
animal) Bite. Melee Weapon Attack: +1 to hit, reach 5ft., one target. Hit 


Duration: Concentration, up to 1 hour ia ay Rie damage 


Classes: Druid, Ranger, Sorcerer, Wizard 


You transform the aspect of a willing creature you touch 
into a Morph for the duration. The target, along with 
everything it is wearing and carrying, adopts the form of 
a Large dusty sphere with scaled feathers revolving 
around it. The spell ends if the creature drops to 0 hit 
points. 

For the spell’s duration, the target has 20 temporary 
hit points, has an AC of 12, a single hovering speed of 
60 feet, has advantage on all saving throws, and is 
unrecognizable, except with truesight or divination 
spells. It can’t cast spells, can’t talk or manipulate 
objects, and can’t take bonus actions. It retains its other 
characteristics. 

When the target takes the Attack action on its turn, or 
makes an opportunity attack, it can only make one 
magical melee attack called Morph Strike. It uses your 
spell attack modifier to hit, has a range of 5 feet, and 
inflicts 2d6 + 2 force damage on a hit. 

The target can choose to end the Morph state at any 
time on their turn, or as a reaction to an attack targeting 
them, possibly changing a hit into a miss. It recovers all 
of its equipment, and whatever it was holding or 
carrying prior to the transformation. 

At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, add 10 to the temporary 
hit points and add 1d6 to the damage roll of Morph 
Strike for each slot level above the 3rd. 
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CE ELEMENTAL 


Large Elemental, chaotic neutral 


Armor Class 14 (natural armor) 
Hit Points 114 (12d10 + 48) 


Speed 30ft. 

rae 
STR DEX CON INT WIS CHA 
18 (+4) 12(41) 18 (44) 6 (-2) 10 (40) 8.(-1) 


Damage Vulnerabilities fire 
Damage Resistances bludgeoning, piercing, and slashing from 
nonmagical attacks 
Damage Immunities cold, poison 
Condition Immunities exhaustion, paralyzed, petrified, 
) poisoned, unconscious 
Senses darkvision 60 ft., passive Perception 10 
Languages Aquan, Auran 
Challenge 5 (1,800 XP) 
ee ————— 


Death Burst. When the elemental dies, it explodes in a burst of 
jagged ice. Each creature within 15 feet of it must make a DC 
15 Dexterity saving throw, taking 9 (2d8) slashing damage and 
9 (2d8) cold damage on a failed save, or half as much damage 
on a successful one. 


Siege Monster. The elemental deals double damage to objects 
and structures. 


ACTIONS 
Multiattack. The elemental makes two claws attacks. 


Claws. Melee Weapon Attack: +7 to hit, reach 5ft., one target. 
_ Hit 8 (1d8 + 4) slashing damage, plus 5 (2d4) cold damage. 


Frost Breath (Recharge 5-6). The elemental exhales a 25-foot 

cone of cold air. Each creature in that area must succeed on a 
DC 15 Dexterity saving throw, taking 22 (5d8) cold damage on 
a failed save, or half as much damage on a successful one. 


= es 
LESSER ICE ELEMENTAL 


_ Medium Elemental, chaotic neutral 


_ Armor Class 14 (natural armor) 
_ Hit Points 51 (6d10 + 18) 


Speed 30ft. 
STR DEX CON INT WIS CHA 
| 16 (+3) 14 (+2) 15 (+3) 6 (-2) 10 (+0) 8(-1) | 


——— sss ss 
! Damage Vulnerabilities fire 
Damage Immunities cold, poison 
/ Condition Immunities exhaustion, paralyzed, petrified, 
poisoned, unconscious 
Senses darkvision 60 ft., passive Perception 10 
Languages Aquan, Auran 
| Challenge 2 (450 XP) 


Death Burst. When the elemental dies, it explodes in a burst of 
jagged ice. Each creature within 10 feet of it must make a DC 

_ 13 Dexterity saving throw, taking 4 (1d8) slashing damage and 
4 (1d8) cold damage on a failed save, or half as much damage 
ona successful one. 


_ ACTIONS 


Claws. Melee Weapon Attack: +5 to hit, reach 5ft., one target. 
| Hit 8 (1d8 + 4) slashing damage, plus 5 (2d4) cold damage. 


_ Frost Breath (Recharge 5-6). The elemental exhales a 20-foot 
cone of cold air. Each creature in that area must succeed on a 
DC 13 Dexterity saving throw, taking 22 (5d4) cold damage on 


a failed save, or half as much damage on a successful one. 
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MAGMA ELEMENTAL 


Large Elemental, chaotic neutral 


Armor Class 14 (natural armor) 
Hit Points 102 (12d10 + 36) 


Speed 30ft. 
STR DEX CON INT WIS CHA 
18 (+4) 10 (+0) 16 (+3) 6 (-2) 10 (+0) 8 (-1) 


———— 

Damage Vulnerabilities cold 

Damage Resistances bludgeoning, piercing, and slashing from 
nonmagical attacks 

Damage Immunities fire, poison 

Condition Immunities exhaustion, paralyzed, petrified, 
poisoned, unconscious 

Senses darkvision 60 ft., passive Perception 10 

Languages Ignan, Terran 

| Challenge 5 (1,800 XP) 

2 ne 


Death Burst. When the elemental dies, it explodes in a burst of 
rock and lava. Each creature within 15 feet of it must make a 
DC 14 Dexterity saving throw, taking 9 (2d8) bludgeoning 
damage and 14 (4d6) fire damage on a failed save, or half as 
much damage on a successful one. 


Siege Monster. The elemental deals double damage to objects 
_ and structures. 


ACTIONS 


Multiattack. The elemental makes two slam attacks. 


_ Slam. Melee Weapon Attack: +7 to hit, reach 5ft., one target. Hit 
8 (1d8 + 4) bludgeoning damage, plus 7 (2d6) fire damage. 


Magma Ball (Recharge 5-6). The elemental launches a ball of 
/ magma ina point it can see whithin 120 feet of it. Each 
creature whithin 10 feet of the point of impact must succeed 
on a DC 14 Dexterity saving throw, taking 9 (2d8) bludgeoning 
damage and 14 (4d6) fire damage on a failed save, or half as 
much damage on a successful one. 
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LESSER MAGMA ELEMENTAL 


_ Medium Elemental, chaotic neutral 


- Armor Class 15 (natural armor) 


Hit Points 51 (6d10 + 18) 


Speed 30ft. 
STR DEX CON INT WIS CHA 
16 (+3) 12 (+1) 15 (+3) 6 (-2) 10 (+0) 8 (-1) 


| 


_ Damage Vulnerabilities cold 
_ Damage Immunities fire, poison 


Condition Immunities exhaustion, paralyzed, petrified, 
poisoned, unconscious 

Senses darkvision 60 ft., passive Perception 10 

Languages Ignan, Terran 

Challenge 2 (450 XP) 


Death Burst. When the elemental dies, it explodes in a burst of 


_ rock and lava. Each creature within 10 feet of it must make a 
_ DC 13 Dexterity saving throw, taking 4 (1d8) bludgeoning 


damage and 7 (2d6) fire damage on a failed save, or half as 
much damage on a successful one. 


ACTIONS 


Slam. Melee Weapon Attack: +5 to hit, reach 5ft., one target. Hit 
8 (1d8 + 4) bludgeoning damage, plus 7 (2d6) fire damage. 


| Magma Ball (Recharge 5-6). The elemental launches a ball of 


magma in a point it can see whithin 60 feet of it. Each creature 
whithin 10 feet of the point of impact must succeed on a DC 13 
Dexterity saving throw, taking 4 (1d8) bludgeoning damage 
and 7 (2d6) fire damage on a failed save, or half as much 
damage on a successful one. 


ART BY SVETLIN VELINOV 


